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“The world may never be the same after Unreal is released.” boot a revolutionary easy-to-use leve l'editor 
) ‘ 


optimized for MMX and leading 3D accelerators an endless multiplayer universe of user-created, hot-linked levels 


Sete, 


Sal 


oe 


_— 


SS 


Poo 


i 

ui a 

We 
ii 


sa 


i gas 


YOUR REALITY ALTERED 


Visit unreal.gégames.com for shareware : [ -~si 7 <<" siti i. ail ; : t 


Coming Soon 
to Macintosh 


available at your local retail store 


GT Interactive 
Softwar 
www.gtinteractive.com 


Order direct at store.gtinteractive.com 


1 Meet seamen : or call 1-800-610-GTIS. 


CONTENT RATED 
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Unreal™ ©1998 Epic Megagames, Inc. All Rights Reserved. Created by Epic Megagames, Inc. in collaboration with Digital Extremes. Published and distributed by GT Interactive Software Corp. GT™ is a trademark and GT@ is a registered trademark of GT Interactive 
_ Software Corp. Microsoft® and Windows® are registered trademarks of Microsoft Corporation. MMX™ and the MMX Logo™ are trademarks of Intel Corporation. All other trademarks are the property of their respective companies. { 


“The best looking game of all time.” Next Generation _ 
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of Might and Magic, 


Great PC Games from | 3 D O : : 


, : ©.1998 The 3DO Company. All rights reserved. New World Computing, the New World Computing logo 
aera Heroes of Might and Magic logo, 3D0, and the 3DO logo, are trademarks or registered trademarks of 
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Legendary Bloodlines... 


Epic Battles of Strategy and Cactics. 


NEW WORLD COMPUTING ) www.heroes3.com 
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([S[SREATER BATTLEFIELDS 


“Fans of the space shooter genre will have 
a field day with Descent: FreeSpace" 
: - PC Gamer 


“It simply looks fantastic with a fast 
frame-rate, beautiful ship designs and 
special-effects galore.” 

> Online Game Review. 


space combat sim." 


ighty fine s¢ 
fe = CNET Gamecenter 


"FreeSpace's fantastic effects, excellent 

gameplay, and well-designed interfaces 

could make it a serious contender for the 
space-combat crown. 

2 ‘Gamespot 


Look for the official strateqy guide 
from BradyGAMES at your favorite 
software retailer or book store. 


(IMBradyGAMES 


STRATEGY GUIDES 


oe SS es = 
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Parallax Spe 


ee ae Sof tware BY GAMERS. FOR GAMERS." 


www.interplay.com 


DESCENT. FREESPACE THE GREAT WAR: ©1998 Volition, Inc. All Rights Reserved. Descent, Descent: FreeSpace The Great War, Interplay, the 
Interplay logo and “By Gamers. For Gamers.” are trademarks of Interplay Productions. All Rights Reserved. Parallax is a trademark of Parallax 
: __ Software Corporation. All Rights Reserved. Volition and the Volition logo are trademarks of Volition, Inc. All Rights Reserved. Windows ©95 is a 
eae trademark of < cipal Corporation. All Rights Reserved. All other trademarks and copyrights are the property of their respective owners 
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PC Games Online 
has joined with 
Happy Puppy and Games 
Domain to provide even 
more great gaming 


coverage! For more details, 
see | } 


| Starcraft P94 P.94 


COVER STORY: POPULARITY CONTEST 


Greatest Games of 
All Time! 


By the PC Games Staff 


Rather than tell you which games are the best of all time, we 
had you tell us. Readers and gamers the world over cast 

their vote, and the results may surprise you. We also counted 
the opinions of various industry stars—their favorites may 
surprise you more. 


PARTY IN ENROTH 


M&M VI Walkthrough 


By Barry Brenesal : 
Might & Magic VI is an epic RPG filled with spectres and a 
swords, peril and potions, giants and jewels. PC Games brings 
you a guided tour of the grand land of Enroth, including the | 
mandatory quests, a guide to potions, and an NPC list so A 
you'll know who your friends are. Let the quests begin! | 


ay 


BECOME A LEVEL LORD 


12 Quake Level Editing 


By Jason D’Aprile 
Don't know an entity from a brush from a texture? Harness 
the power of Quake II's engine with this introductory guide to 
map making. Creating fun and innovative levels is simpler than 
you think—learn a few basics and you'll be on your way. 


MAPS, MODS, MISSIONS, AND MORE 


Weasels Watch 


g ini TheWeasel 
This month, TheWeasel gives you the skinny on models and 


skins: what shies are, where to get ’em, and how to wear ’em. 


SNEAK PEEKS 


90 ~=The Lionhead Diaries 
93 ~=Diablo Il 


REVIEWS 
The A-List 


Starcraft 


Die by the Sword 
Battlezone 


Armor Command 


Of Light and Darkness 
Sanitarium 


Bry’ VE 
109 F-15 


'\4 1-76 Nitro Pack, 
Ultim@te Race Pro 


i \ > Se 
115 Might and Magic VI 

eee 1/510) aaa: 
116 M1 Tank Platoon Il 

Sn SPO: aes: 
117 Triple Play 99 
121 The Golf Pro 


TA: Core Contingency 
Rebellion 

DR: Rise of the Shadowhand, 
Great Battles of Caesar 


END GAME 


The World's Premier Gaming Magazine 
EEE OEE: 


DEPARTMENTS 
12 EDITOR'S NOTE 


Steve Klett 


16 GAMES.NET —_—§@ 


18 PC GAMES.EXE 
26 INCOMING! 
31 GAMEWIRE 


We've got the scoop on C& C2: Tiberian Sun 
and the invasion of the third-person shooters. 
Plus: a Starcraft expansion pack, and more. 


36 THE PLAYER 
Steve Klett 
Deer Hunter, Schmeer Hunter. The Player waxes 
pessimistic over the fate of game innovation and 
the tastes of the gaming public. 


38 THE OPPONENT 
Blade 
Blade reveals his moments of online-gaming 
glory. Not for the squeamish. 


144 FACE-OFF 


Scarface/Snipe 


Gamers suing game companies...a good thing? 


STRATEGY & TACTICS 


128 CHEATS 


Codes for Battlezone, Die by the Sword, 
Shadow Master, Triple Play 99, and more. 


TECHNOBABBLE 
130 WHAT'S UP WITH AGP? 


Is AGP, Intel’s new graphics-port technology, 
the second coming? We look at the latest AGP 
video cards to find out. 


133. TECH 101 


Got a lemon? You, too, can cobble together a 
hot-rod PC. Danny Lam tells us how. 


134 HARDWARE SPOTLIGHT 
The Attack Throttle, Monster 3D II, 
Kensington Orbit, Optiquest V11ST, and 
DiamondMax 2160. 


SEE MURE ONLINE 
http://www.pcgames.com 


PLAY THE DEMO ON 
PC GAMES.EXE CD-ROM 


© 1998 Cendant Software Corporation. All rights reserved. WON, WONENese and World Opponent Network are the trademarks of. or licensed to. Cendant Software Corporation. 


Break the chains of solo play at WON and experience the ultimate mix of pure fun 


GOLF 
PRO'S 


and intense competition. Whether you’re dogfighting aces in Red Baron Il, outwitting 


punsters in Acrophobia, or storming a castle in Lords of the Realm Il, you’re always playing 


real people in real time. Check out WON and discover your FREEdom to play online. 


WORLD OPPONENT NETWORK 


www.won.net 


t some point, just about every gaming publication does a Greatest PUBLISHER Cynthia C. Sandor 
Games of All Time piece, which is obviously our cover story this 


EDITORIAL - 


month. What’s different about our treatment is that you, the gamer, aerate a 3 
EDITOR IN CHIEF Steve Klett 


got to decide what games made our exclusive winners’ list. EXECUTIVE EDITOR Ral Srateh 
i t For the last several months, we’ve had ballots in the magazine ASSOCIATE MANAGING EDITOR ie Soret 
; i :ATURES EDITO : } 
and on our Web site. More than 10,000 votes were cast, and for that srseomianagueeaion | Willem Knibve 
‘d fil ‘ae a ae ot NEWS & TECHNOLOGY EDITOR George T. Chronis 
1e > > ’ B » i ‘ “ > y . wal rf 
we'd like to extend a hearty thanks. We thought it much more in pamnaeneeaaian Ronen Eas 
teresting to let the gaming public make the picks, rather than have a EDITOR AT LARGE Seuial Moves 
bunch of editors present their opinions as gold—though, of course, ASSISTANT DISC PRODUCER Christopher Tou 
we still provide our choices for the best and worst games ever. Our EDITORIAL/PRODUCTION INTERN Danny W. Lam 


egos simply couldn’t resist. 

And we didn’t stop there. You'll also find the top picks from in- 
dustry luminaries, including the talents behind many of the Greatest 
Games winners and nominees. It’s interesting to see which games 


CONTRIBUTING EDITORS 


Barry Brenesal, David Gerding, Chris Hudak, Bob Lindstrom, 
Andy Mahood, Peter Olafson, Don St. John 


developers admire, and to look for the design influences in DESIGN/PRODUC TIO 
their titles. ART DIRECTOR Bruce Gardner 
It’s also interesting that the list of winners includes a pogulenniaiaiiniiaen Ruth Walker 
higher-than-expected percentage of new games, as op- siecdiibinaeineicttene haa iam 

igher-than-expected p ge of new games, as op 

posed to the steady classics. One explanation is that SUBSCRIPTIONS. °.  . 
the Web votes likely reflect the voice of the newer, SUBSCRIPTION CUSTOMER SERVICE 800-688-4575 
wired, avid enthusiasts whose first PC games were pcgamessubs@pcgames.com 
more likely MechWarrior 2, C&C, Quake, and LIST MANAGEMENT Dan Chupka 
Diablo than Ultima IV, X-COM: UFO Defense, WV BPA copie paigens 
MULE, and Bard’s Tale. The result is a unique list INTERNATIONAL ® Ree arat es oe 

of winners, and it’s representative of what IDG GAMES MEDIA GROUP 2 
gamers like and play today. PRESIDENT/CEO John F. Rousseau 
Throughout this process, we went back and EXEC. ASST. TO THE PRESIDENT Kristin Shackelford 
played many of the nominees—Doom, SimCity, and even SENIOR VICE PRESIDENT Cynthia C. Sandor 
Zork—and one thing became clearer than ever: the depth and EXEC. ASST. TO THE SENIOR VP Gwen Rambis 
technical quality of games has skyrocketed over the years, but the evolu- OE FRESICENT SP INAS he OPERATIONS staenRe ance 
tion of gameplay hasn’t kept pace. That’s why it’s good to see that the Greatest iorsireriicmmtnle Wes 
: : we oye BUSINESS MANAGER Leona Ching 
Games winners are, with few exceptions, games that did bring gameplay <atantee nace Sandy Rodrigues 
advances to their genres—not just prettier wrappings. MARKETING MANAGER Prin Gaffaney 
The Greatest Games of All Time isn’t PC Games’ story. It’s yours—the CIRCULATION DIRECTOR Suzanne McCloskey 
gamer’s and PC Games reader’s, and the industry’s. We hope you enjoy NEWSSTAND SALES DIRECTOR Bill Horan 
reading it as much as we enjoyed putting it together. SINGLE COPS SL MaNaaee Jonathan Venier 
And, if you don’t have a copy of PC Games with the CD-ROM, this is riper arate Natale Russo 
: ee Sages CIRCULATION SPECIALIST Irene Basurto 
one month you'll definitely want to run out and buy one. Why? Because CUSTOMER SERVICE COORDINATOR — Margaret Samojlowicz 
there are eight—count ’em, eight!—bona-fide classic full games on the MANUFACTURING DIRECTOR Pid Fiat 
PAN disc this month, including Descent and Star Control II. We’ve also HUMAN RESOURCES REPRESENTATIVE Carina Aguilar 
;o got, in their full glory, Betrayal at Krondor, Red Baron, Battlecruiser MANAGER OF INFORMATION SYSTEMS Theodore Kim 
im, 3000AD, and Zorks 1-3. Plus, we scored the worldwide exclusive NETWORK ADMINISTRATOR Rob Rubright 
4 playable demo of LucasArts’ upcoming adventure Grim Fandango, EI SET SERRE Matt Holmes 

‘© ~which was featured in last month’s issue. = IDG 
a Enjoy! And, as always, let us know what you think. GAMES MEDIA GROUP 
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PC Games Online is now 


For Demos and-Patches, 
COMPLETE E" COVERAGE | go-to-www,gamedemos.coni 


Couldn’t attend this year’s Electronic Entertainment Expo in Atlanta? 


conducted daily chat sessions with developers, gave a nightly party Baseball:Mogul 


Don’t fret: Games.net has the full scoop. During the show, we provided 


gamers with constant news, audio, and video feeds from the show floor, 


report, and much more. And we’ve archived all the goods for those Burnout 
Deer Hunter 


Dominion 
REALMX GETS LOADED Hardball:6 


Just launched by our friends at Happy Puppy 


of you who missed the action the first time around. Hop on over to 
www.games.net/e3 for your E’ fix. 


Outwars 


site for game-related files and information. Three TA-Panther-Unit 

unique areas comprise RealmX: X-Worlds, a fo- Vangers: One for the Road 
rum for reviews, strategy guides, and discussions; 
Realms, a community of hosted game sites cre- ari TCHES 
ated by dedicated gamers; and the Levelmaster, a searchable database 
with thousands of downloads, including user-submitted levels, skins, Dominion: Storm Over Gift3 v. 1.1 
and patches. Crank up realmx.com and let the downloads begin! Evolution v. 1.2 _ 


and Games Domain, RealmX is a comprehensive 


REALM 


STARCRAFT STRATEGY FPS: Footbalt-Pro.’98 v. 1.08 
High-Heat-Baseball-1999 AMD: K5/K6 


Jet- Moto 

Lords-of Magic v. 2:02 

Star: Wars Monopoly-v.-1.03 
Tomb-Raider Gold (PowerVR-support) 
Twisted: Metat:2 


HOT NEW INTERVIEWS Ultim@te Race Pro v. 1.1 Beta 


We’ve gotten up-close and nosy with the 
director, lead programmer, and creature F REVIEWS 


conceptualist (whoa—cool job!) of Heretic II; 


| Still having trouble with this 
tough game? We’ve got a strategy 
a oll Sdlne: HUE d StlAales) 
guide with tons of tips for beating 
the Terrans, Protoss, and Zerg— 


and for dominating multiplay. 
With our help, you'll be logging 


on and laying waste. 


and we talk with the team working on Caesar Ill 

Interstate °82, I-76’s promising new-wave Final Fantasy Vil 

sequel. Hop on and read up! Global Domination 
AND IT DOESN’T STOP THERE! Microsoft Baseball 3D 
That’s just the beginning. Check out our Sniper, Grumpy Gamer, and Monster Truck Madness 2 


InGaming columns for informative, provocative looks at the world of Quest: for: Glory V 
gaming. We’ve also got daily newsbits 


| Recoil 
by the all-seeing Prophet, plus other 


Sanitarium 
Thief: The-Dark Project 


assorted goodies, like a walkthrough 


| for Starship Titanic and newly 


posted cheats for Lords of Magic 


| Plus: extended versions of this month’s 
| F-t5-and-Might and Magic-VEreviews 


and Fighters Anthology. All this and 


more—only at www.pcgames.com! 
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cantal - 
ware can alsc atically save 
and shut down ‘yc ae mputer, ev 


Automatic Voltz 


ia 


cmtemeeenanemnints 


3 st Uninterruptible Power Supply’ “With its wealth of 
features..., APC Back-UPS Pro makes it easy to protect 
your equipment and data against electrical surges, 

_ brownouts, and blackouts.” 


baa stad ie ac cnhe Dennis ‘Long Lasting’ 
igi “Back-UPS Pro was our favorite unit..., [it] won top 


honors in our battery life tests” 


rantees the longest runtime 


If you like games, you probably won’t Regulation and instantaneous battery backup. Of 


Et 1 “Guide to Power | 
s like these odds: You have a better course, if a sag turns into a complete outage, ; ‘FREE! Protection 
| chance of winning the lottery than of youre still covered: APC’s software will auto- 


avoiding the sting of bad power. matically save open files and safely 


Considering a power related com- shut down your computer, even if 


puter crash could turn your high you re not at your desk. So why make a 


victory impossible when you can pre- /http://promo.apcc.com ear Ce SURE 


vent the problem with APC? : [ YES! 1d tike more information. Please send my 


scores into electronic garbage and 
rob you of impending victory, 


— FREE catalog 
playing on an unprotected com- APC Back-UPS, Back-UPS [ NO, I'm not interested at this time but please 
puter can quickly make a chal- Office, Back-UPS Pro, add me to your quarterly newsletter mailing list. 


will provide runtime 


; 

i : 

i 

fing o APC protects everything: CPU, monitor, |! Name: | 

lenging game impossible. But wihvtety dents or etmanits Pp rything | = 

why worry? APC Back-UPS Pro’ that of any same VA external modem, laser printer, fax I Title: . _____ Company: | 

i é 

easily stops bad power from ruin- UPS for desktop PC machine, zip drive, you name it. And | Address: 

a applications or your : ; i | 

ing your day. money back since phone and network lines carry i ac | 

J ° = 

Te mueimes dangerous surges, your CPU and j City/Town: | 

Power sags are the single largest tc ., modem benefit from APC Back- j State: ___ Zip: lal 

v = i i 7. i 

° d altiue _ UPS Pro telephone/ network We — 

reason power users end up p . | 

nb ae surge suppression. | Brand of UPS used? = 

Hie t “ 1alr hen “4 ' Brand of PCs used?_ —_— = 

, - ' , I l 

ata ese undervoit It's no wonder APC is the world’s _ | Brand of Servers used? # ' 

ag re easily correct- ; 

en y best-selling desktop power Fr 

ed through APC _ ' rT I 

protection. | 4K 

Back-UPS Pro’s a | 

Automatic Voltage a AMERICAN POWER CONVERSION 98 | 

CUP | 

| 

Available at: EN REROOSE xcGHEAD miaoqneS———“ __ (888) 289-4PCe 8899 » FX: (401) 788-2787 | 
800-328-2261 , 


©1998 APC. All Trademarks are the property of their owners. BP2D8EF-US e (800)347-FAXX PowerFax 2 E-mail: apcinfo@apcc.com é 132 Fairgrounds Road, West Kingston, RI 02892 USA 
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4 ,GAMES.EXE 


Descent (Interplay) 
Star Control II (Accolade) 


Piayabi 
Grim Fandango (LucasArts) 


Battlecruiser 3000AD (3000AD) 
Betrayal at Krondor (Sierra) 
Red Baron (Dynamix) 

Zork | (Activision) 

Zork II (Activision) 

Zork Ul (Activision) 


EarthSiege 3: Starsiege (Dynamix) 
Grand Prix Legends (Papyrus) 


GAMES °- DEMOS - PATCHES 


Welcome to the all-new PC Games CD-ROM. We’ve put together the most 
user-friendly, simian-free, game-packed CD ever. Below are the instructions— 
but we figure you'll find your way around soon enough. 


Win 95: Place the CD-ROM in the drive. Click on 
the Start button and select Run. Type x:\pcgames.exe 
(where “x” is the letter of your CD-ROM drive) and 
hit Enter. The interface will recognize your operating 
system and run the enhanced 32-bit version. 

Windows 3.x: In Program Manager, select “File” 


and “Run”. Type x:\pcgames.exe (where “x” is the let- 


ter of your CD-ROM drive) and hit Enter. The inter- 


We’ ve mand a nite -hit Web ink let 

more information. Whenever you see 
the Web link, click to jump straight to that site. The 
first time you run this function, you’ll be prompted 
to locate your Web executable file. Default directories 
for these files are: 


It's easy. Click on the Demo tab to show 
the demos. Click on the Updates tab for 
the patches. Click on the Other tab to 


face will recognize your OS and run the 16-bit version. 

Recommendation: For best results, run the inter- 
face in 16-bit high color. 

Tech help on running the demos is the responsibil- 
ity of their respective publishers. Tech-help phone 
numbers have been provided in the demo descriptions. 
For support on running the CD interface, direct 


queries to ctou@pcgames.com. 


C:\Program Files\Internet Explorer\iexplore.exe 

C:\Program\Files\Netscape\Communicator\ 

Program\netscape.exe) 

Double-click on the iexplore or netscape.exe to 
run the browser. This information is then stored in 
the PC Games directory on your C: drive. 


Please read the information here: it’s 
often important to successful installation 


stain the extra cones treats. and gameplay. 


Jutwars (Microsoft) 

Panzer Commander (SSI) 
Powerboat Racing (Interplay) 
Quake Il (id Software) 

Semper Fi (Interactive Magic) 
X-COM: Interceptor (MicroProse) 


Descent: Freespace movie (Interplay) 


INTER ACTIVE a : 
gt rte ae AS 8 E 
oe. 


Doom shareware (id Software) 

StarCon preview (Accolade) oF  aeade@me Ti stiitt 

Civil War Generals scenarios/pateh so | | % =. 
(Impressions) / | é 

Lords of Magic v. 2.02 update 
(Impressions) 

Descent v. 1.0 to v. 1.4a update 
(Interplay) 

Descent v. 1.4a to v. 1.5 update 


(Interplay) Click on the Run ee to run 


the install or setup program for 
your chosen game. 


Want to know what the game looks like first? . a 
You'll get a bunch of thumbnail screens. 
Click on each one to view the full image. 
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Exclusive Full Games 


It’s not often you get a real bonus. But this month’s CD-ROM has two. Aside from the all-new, easy-to-use interface, 
we've got the FULL, COMPLETE versions of Interplay’s Descent and Accolade’s Star Control II—both bona-fide 
classics. So check them out... 


Coming Soon: 


Publisher: Interplay riot. The resu t was thousands of downloadable missions Descent: Freespace 
www. interplay.com and continuing competition ladders, played over the Get outside the claustrophobic 
oe } | Internet by thousands of devotees. in wide- 
The original, classic Descent. What makes it a classic? | anes ing battle in wide-open 
Who needs 3D acceleration? spaces in a war between the 


Not wanting the game to be a clone, Descent’s designers 
took your first-person 3D action concept and revolution- 
ized it. The addition of sliding and the “flying” perspec- 


-Terrans and Vasudans. 


- ‘Due: Summer 1998 


tive presented gamers with a new sense of spatial free- 
dom. It allowed a full 360 degrees of movement in a 3D 
engine—a fairly tricky thing to get used to at a time when 
action gamers were still embroiled in epic Doom matches. 


Descentil | 
For those who need the 3D 
acceleration and myriad other 
Getting disoriented in Descent is common, but take it technical advancements. 
as a sign of being fully immersed in the game. In addition, a 
level and mission editors were made available (in the days 


before Quake C), allowing gamers’ imaginations to run 


Due: Winter 1998 


Coming Soon: 


StarCon a 
_ The franchise continues with 
action a-plenty in a plethora 
_ of configurable fighting ma- 
chines. (Read the full preview 
on the CD-ROM.) 


Due: Winter 1998 


Take a spin around the opening puzzles of LucasArts’ 
latest adventure. Here are the playable opening 
areas, featuring a few of the characters you'll be 
meeting and greeting on this romp through the 
Land of the Dead. 


Watch Manny carefully as you move him 
around the rooms. If his head turns to look at some- 
thing, there’s likely to be an item of interest. There 
are a few puzzles to solve and a range of characters 
to chat with, just to give you a flavor of the full 
adventure to come... 
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© 1998 Xatrix Entertainment. All rights reserved. Redneck Rampage, Redneck Rampage Rides Again, Interplay, the Interplay logo, and "By Rednecks. Fer Rednecks." are trademarks of 
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"ue Sigh 


bettas : 


eer ae. et . 
remarceeet | \f | nope ype nope ope 

loud Farting ¢ burping _ " __shoee _ Nope Yv. gepe 
Big- breasted Cheerleaders | | TA __Mope = nope ff | Nope ; 


aot tised cm atate YF | Nope | tote ope | ope 
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Wl XOTPIX.COM ues yf Here | tote gute tote 
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Interplay Productions. All rights reserved. Exclusively licensed and distributed by Interplay Productions. All other copyrights and trademarks are the property of their respective owners. 
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Ouestion of the Month: Sports Games? 


With all the attention the industry pays first-person shooters and strategy standouts, it some- 


times seems like the steady string of sports games—many of them among the longest-running 


series In gaming—miss out on their fair share of the limelight. So we’re wondering: Which sports games do you enjoy, and why? 


Do you like the way the genre’s headed? What’s still missing? Send your thoughts to pcgamesletters@pcgames.com, or write 


PC Games, 501 2nd St., Suite 500, San Francisco, CA 94107. One randomly chosen letter-writer wins a free game and a 


PC Games T-shirt. Please include your full name with each letter, 


pt 


Kill ‘em All...or Not 

In response to April’s Face-off (“What Good 
Are Bad-Guy Games?”), I say: Scarface, right 
on; Spaz, you rectum! 

“What bothers me about Postal and 
Grand Theft Auto...is the 
way they empower the 
bad guy and negate 
the good guy.” 
Well, Spaz, I 
love Postal, and 
[am a good guy. 
We’ve always empow- 
ered the hero, so what’s wrong with some 
change? “Strip away the screams and moans, 
and Postal’s an overly repetitive, 2D yawn.” 
Maybe so, but the screams and moans are 
there, so what’s the problem? It’s like saying 
“Take the big guns away from Quake II, and 
it’s just an overly repetitive shoot-’em-up.” 
Who cares? I think you’re a closed-minded, 


uncultured gamer. 
Nocturnal Angel 
Via email 


Although I can see where Scarface is coming 

from in April’s Face-off, ’'d have to agree 

with Spaz. I think that bad-guy games are 

cool, and it’s fun to play the occasional 
mischief-maker. But GTA? Carma- 

.... geddon? These are out and out 

%, morally wrong! 

GTA is making it a point 
to steal, kill (well, don’t most 
games, though), and break the 
law! It’s just plain illegal! I could under- 
stand if the guy who’s gonna play it is 35 
and stable, but sell this where a few kids 
can walk in? Next thing you know, they’re 
breaking into cars because it’s in their favorite 
videogame! What kind of moral sense does 
that make? 

And Carmageddon—that thing’s mascot is 
the devil. That’s right: pointy-eared, red-faced 
Satan! And what’s the cursor? A bleeding 
hand! Not to mention the gameplay, where 
you drive around to see how many pedestrians 
and fellow drivers you can kill. ’m up for a 
gorefest anytime in Quake II, Jedi Knight, 
and the like, but 
Carmageddon, too, 
is illegal! 

At least in games 
like Road Rash— 
where you could 
beat other guys, 
or even cops, with 
clubs, chains, etc.— 
your victims would 
live. And when you 
stole from cash reg- 
isters in Terminator: 
Rampage, and you 
were playing as 
Kyle, you were 
stealing for a good 
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cause. It’s just plain wrong what game compa- 
nies are doing now! 

The Lone Gunman 

Via email 


Scoping Out the Shooters 
Thanks for the update on 

Unreal in your April issue 

(“Slippery Shooters,” GameWire). 
[ had been wondering what hap- 
pened to that game. But 
what’s up with Half-Life? 
September’s “Games of 


Autumn” feature said 
the game would be out 
by October ’97. January’s 
cover story said it would 
be out in January. Yet, 

it still hasn’t shipped. 
Where is it? 

Will Newton 

Via email 


Valve Software has ambitious plans for Half- 
Life’s feature set, and it’s taking longer than 
anticipated to get the game together. It’s now 
slated for a “summer” release. The continual 
delay of HL’s ship date is a major bummer 
(developers should learn to publish conserva- 
tive ship dates), but hopefully the game will 
be well worth the wait. —Fd. 
Online Angst 

After pondering various player comments and 
my own online experiences, I’ve come to a 
conclusion: the online world is more rife with 
bias than real life ever was. 

What? Bias online? Who are you kidding? 
You can’t tell someone’s race, gender, or age, 
so how can you discriminate against them? 
Believe it or not, people find a way. 


Memortat (1TEM No. 328) 


> 


Take Quake. You constantly hear the “big” 


gamers dumping on “campers” and saying how 
cheesy their tactics are. Sheesh—like any one 


tactic 1s worse than another! You don’t need to 
face your enemy unless you want to. I may not 
have the twitchy response-time they do, but I 
can frag ’em from the other side of the level 
before they can blink twice. So they call mea 


camper and say I cheat. Personally, I call myself 


d 


a sniper and call them pigs. P’ve even been on 


some servers set to kill us “campers” if we hold 


still for over 30 seconds. Thus, the “in-your- 
face” twitch gamers with their 600-fps 
Voodoo-powered video can smash me to 
pieces at close range. 

If you want more bias, go to Ultima Online. 


The supposed paragon of online virtue was a 
good attempt but comes out greasy. You can get 


spit at, harassed, or outright killed in Britannia 


because you don’t fit into their little clique. And 


if you dare question the morals or ideals of the 
Seers and Gamemasters in their oh-so-cool 


robes, run fast! They’ll sic a mob on you before 


you can say Lord British. 

Oh well. I can’t expect the world to change 
just because it’s virtual. But I can still try to 
change things. Besides, I have as much a right 
to my portion of cyberspace as they do. And 
they don’t have to see me coming unless I 
want them to! 

Conrad Weems, aka Radican 
Via email 


Big Hams and Body Slams 
I’m a subscriber who loves to watch 
wrestling—a rare combo of WWF and PC. 

I know there are WCW and WWF games for 
various console systems, but are there any for 
the PC? If not, why don’t game developers 


want to make a PC wrestling game? I have 
many friends who would buy them, and even 


non-WWF fans would have fun beating the 
snot out of men in tights. 

Marc Vaillancourt 

Via email 


Actually, Marc, there have been at least a cou- 


ple wrestling games for the PC over the last few 


years. Acclaim released WWF WrestleMania: 
The Arcade Game (bottom left), a port of the 
2D bash-’em-up, in early 1996; the company 
followed it up last year with WWF In Your 
House, a similar game which added new 
wrestlers, backdrops, and more. At the 
moment, there’s no news of any big PC 


wrestling games on the way, though we're hop- 
ing publisher THO will consider porting the 

Nintendo 64’s WCW vs. NWO: World Tour 

(above), or its rumored sequel, to the PC. With 
brilliant graphics, 40 wrestlers, and all the bad 
boys’ famous moves (Jackknife Power Bomb!), 
it’s the ultimate wrestling game. Imagine how 
cool it'd be with Voodoo II support and online 


grudgematches... —Fd. 


As Good As You'd Hoped? 


We got a mixed response to March’s Question of the Month, which asked whether 
winter's big games met your expectations. Many of you loved the games you'd 
been pining for; others were disappointed by the end products. The game that 
drew the most mail—positive and negative—was Quake II, with Myth a close run- 
ner-up. This month's randomly chosen prize-winner is Nathan Carter, who thought 
Riven was just “good old fun to play.” Here’s more of your feedback: 


Quake Il is the best freakin’ game | have 
ever played. It runs great on a P100 with 
16MB of RAM, multiplay rocks, and 
campers aren't as deadly because of the 
weapons balance. 

Richard Maertz 

Via email 


When “the best game ever” was released 
before Christmas, | was psyched! Quake Il 
was supposed to blow away all other 
action games. The graphics looked incredi- 
ble and the multiplayer features seemed 
endless. Yet when | popped it in, | found 
that it took up 225MB (and even 400MB) of 
hard-drive space for playable performance! 
| installed it anyway, figuring it was worth 
it, and went online. After a steady ping of 
160 in Quake, | figured I'd be all set. But 
when I got on a Qll server, | couldn't move: 
my ping was 600! Without Net play, the 
game was a total waste. id should be shot 
in the face for this horrible attempt at revo- 
lutionizing Quake. 

Steve 

Via email 
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Myth is now my favorite game ever. The strat- 
egy is unbelievable. The units are so balanced 
it's scary. The multiplay is so addicting, | 
might have to get help. And with the map edi- 
tors coming out, we'll have tons of cool new 
maps to play online. This game has so much 
gameplay, | can't even describe it. 

Evan 

Via email 


I'm a bit disappointed with Heavy Gear. It 
didn't work very well on my P200 with 32MB 
of RAM and 20x CD-ROM drive: | have to 
play in 640-by-480 with no textures or in 320- 
by-200. And the gameplay’s almost always 
the same: kill all the enemies. 

Daniel M. Brainerd 

Via email 


Age of Empires has made a tremendous dif- 
ference in my life. | downloaded the demo and 
played it for over 50 hours; now I've bought 
the full version and I'm hooked. | can’t wait for 
the sequel. 

Michael Hang 

Murray, UT 


You’ve Always Looked 


Dewn On Orcs... 
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Teme for a New 
Perspecyive, 


hed your pathetic human skin and descend into an all-new dimension of 

the world of WarCraft’. Through the eyes of the captive Orc, Thrall, you'll 

come face-to face with over '70 legendary WarCraft characters as you unravel the 
mysteries of the land that millions have fought to conquer. Over 40,000 
frames of handcrafted animation and actual Orc voices combine to 

bring the Kingdom of Azeroth closer than 


yw 


_—7 - ever before. As the last symbol of honor 
, a = oe for the Horde, you must lead your 
Faas “_. warriors onto the field of battle and 


write the pivotal next chapter in 
the epic WarCraft saga... 
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ATI XPERT @Play 98 8MB - The new breed of speed 


POWERED BY 


* ATl’s XPERT 8MB graphics 
boards are the only way to 


experience incredible gaming 
in Windows 98 and Windows 95. 


* Get 8MB of power, the best 3D, 
DVD-quality video and TV-Out starting 
from just $98' (ask your favorite retailer 
for more details). 


* Save even more money with ATI’s cool 
Windows 98 rebates.’ 


Designed for 


* ATl’s XPERT graphics boards are available in 
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PCI or full AGP 2X versions. : | ee a 
Microsoft lpwnen rat ny 


A, 


Windows 98 


* Get TV on your PC with ATI-TY. 


¢ Check out www.atitech.com for more details on 
ATI’s Windows 98 products and rebates. 
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Conquer 2: Tiberian Sun 


On track and leokin’ good 


C Games recently infil- 
trated Westwood’s offices 


to sneak a peek at the de- 
velopment of C& C2: Tiberian Sun. 
Not only did we get a good long 
look, but executive producer Brett 
Sperry and senior game designer 
Erik Yeo also gave us a guided tour 
of the game-in-progress. 

Previous C& Cs have been a blast 
to play, sure, but they haven’t exactly 
turned heads in the looks/technical 
department. While Westwood prefers 
not to get involved in the technical- 
features wars, this is what fans will notice 
first: TS is gorgeous to look at—from the 
voxel-based 3D-modeled units to the true-3D 
terrain to the awesome, D3D-enhanced col- 
ored-lighting effects (especially cool during 
the night missions). 

True physics are also employed with the new 
3D terrain, so when you blow the enemy into 
little bits, those bits bounce, roll, and slide as 
they should. Ice will crack, making frozen 
rivers impassable for the rest of your units once 
you’ve brought a heavy unit across (the water’ll 


freeze again over time); or your Mammoth tank 


Tiberian Sun offers many visceral treats... 


may simply crash right to the bottom of the 
lake. Forests will crackle and burn (fires will be 
an excellent tactic to employ against infantry), 
and the terrain will be deformed as you wage 
your real-time war. 


Each side’s 13 missions will also include 
urban missions, in which the NOD and GDI 
forces do battle in city streets. That’s a first for 
C&C. Buildings will be destructible, and you'll 
be able to use trains to get your units around 


the battlefield. 


Yeo’s also building in some cool atmos- 


pheric effects that we were the first to see. 
These include an ion storm, during which 
lightning bolts streak down from the heavens, 
take out buildings and units, and, of course, fry 
infantry. High-tech weapons are rendered use- 
less during the storm—hovertanks won’t be 
able to move, and Orcas will fall from the 
sky, for example. You'll probably be able 
to enact an ion storm in multiplay (as a 
last-ditch effort to win, most likely). 

The storyline will be woven more 
tightly into the missions with the help of 
new mid-mission bulletins, but it will be 
less linear than previous C&C plots. For 
instance, you'll be able to select missions 
that'll make others easier—or you can try 
the direct approach and tackle the hardest 
missions first. Your choices will also determine 
how much of the backstory you experience. 

Yeo is also working on a more sophisticated 
AI to enhance the single-player game—the com- 
puter will now assess the success or failure of its 
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By Steve Klett 


tactics and adjust them accordingly. 
However, careful attention is being 
paid to make sure the computer 
isn’t perfect. 

“In theory, the new AI will mean 
your version of the game will play very 
differently from mine,” says Yeo. At 
the very least, it should make for a 
much more challenging computer foe. 

Additional new features include 
a race of mutant life-forms players 
will have to contend with (and per- 
haps manipulate); units that will 
gain rank and experience during a 
level; and persistent waypoints that can be 
adjusted by clicking and dragging. The popu- 
larity of the Commando unit and Tanya has 
meant an increase in the number of “charac- 
ter” units (still under wraps). Multiplayer 
tweaks include the ability to have invulnerable 


harvesters (eliminating the need for “truces”); 


...SUCh as the colored, dynamic lighting 
during this night mission. 


the option to allow or disallow unit types; 
tiberium that now spawns via meteor showers 
rather than via spores (meaning that a plentiful 
supply could land in the middle of your base); 
easier stat-tracking; and built-in support for 
TS clans on Westwood Chat. 

TS appears to be on track for a late fall or 
early winter release. Rest assured, we’ll 
have much more on this great-looking game 
in future issues. 


GAME WIRE 


atch out, Duke. Careful, Quake 
marine. There’s a new adversary 


lurking in the shadows, vying for 
the chance to take first-person shooters down a 
few notches. No, we’re not talking about the 
“stop videogame violence” weenies in the US 
Senate. There are so many third-person actioners 
looking to break new ground in the genre, we 
devoted the entire Covert Ops section to them. 


Omikron 
Developed by Quantic Dream, Omikron is an 
ambitious action game with adventure elements. 
Its gameplay goals are weighted to fighting, 
followed by shooting and NPC interaction. 
Quantic Dream says the fighting is patterned 
after Tekken 3 and the shooting after Gold- 
eneye. The French company is working on four 
to five weapons that will be available to differ- 
ent characters at various places in the game. 

Omikron takes place in a Blade Runner-type 
future world. Players start off as a cop tracking 
down mysterious disappearances and demonic 
possessions. But the cop has a name (Kay’l), a 
wife, and a life, which means players have to 
interact with his circumstances as the early 
game unfolds. Exploiting unique character 
circumstances and skills will go a long way 
toward deciding victory in battle. 

Quantic Dream wants to use the story to 
toy with gamers. While it may be possible for 
very skilled players to complete the game guid- 


Meet Kay’l, one of Omikron’s 
60 playable characters. 


COVERT OPS 


Third-Person Invasion 


By G. Chronis and S. Klett 


ing Kay’l, in most cases, he will die. When 

that happens, players will become the 

character that happens to touch 

Kay’l’s dead body first. There 

will be at least 60 playable 

characters. Gamers may 

continue on as a bureau- 

crat, prostitute, or bar- 

tender—but the choice 

will be random, and 

each character will have 

a different skill set to 

exploit in pursuing the 

mission. Besides inhabiting 

different characters, players 

will also be able to remotely 

control bots on some levels. 
Another way Omikron will mess 

with gamers’ minds is that saved games 

won't return to the exact place where the save 

was initiated. The engine calculates random 

outcomes and moves the story ahead a bit. 
SVGA, Direct3D, and Voodoo versions are 

planned—and the SVGA mode PC Games saw 

looked exceptional. All character faces are 

motion-captured, a nice touch. Eidos will 

publish Omikron in the US—the game’s 

slated for a late 1998 release. There may 

even be an online-world variant to follow; 

but for now, this is a soloplay experience. 


Heretic Il 

When Activision acquired a controlling interest 
in Raven last year, it was a no-brainer that the 
publisher would step up the pace for the boys 
in Madison. But we were surprised to learn 
that the first post-Hexen project is actually a 
pre-Hexen affair—in this case, Heretic II. 

Heretic II will be built upon the Quake II 
engine—the first time Raven has officially 
worked with the code. In an early build shown 
to PC Games, the combination of the engine 
and third-person camera-angles produced a 
happy marriage of 16-bit color, dynamic 
lighting, and gothic realism. So far, Raven has 
shown a collection of city, dungeon, swamp, 
and desert canyon levels. 

Raven is building substantial dexterity into 
character movement and control. It’s trying hard 
to deliver a very “acrobatic” scheme that sup- 
ports climbing and swimming in addition to 
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Heretic IP’s Corvus 


running and jumping—necessary for the 
expected compelling combat-encounters. 
However, Raven is also focused on retaining the 
gameplay simplicity of Quake, as opposed to the 
slightly more cumbersome methods used in other 
third-person games, like Tomb Raider. Enemies 
will include a selection of boss-conjurers and 
spectres, as well as plague-infected denizens. 

The early build we saw wasn’t heavily pop- 
ulated, but it showcased the expert, gothic- 
style architecture for which Raven is famous. 
The rotating camera and third-person view 
worked together to show off the level design 
nicely, too. The lighting effects used for spell- 
casting were equally dazzling and took excel- 
lent advantage of the Quake II engine. 


A shimmering fountain in Heretic II: 
one of the effects the Quake II engine 
can deliver. 


f=- ODO i< 


The story brings back Corvus from the orig- 
inal Heretic. Weapons planned so far include 
Destruction, Repulsion, and Fire Spells. You’ll 
also get a bow and staff that can be powered 
up with magic. Activision would like to release 
Heretic II by Christmas, though multiplayer 
options are still in flux. 


Dark Vengeance 
Multiplay is definitely a major feature in 
Reality Bytes’ end-of-year action/RPG Dark 
Vengeance. Both deathmatch and coopera- 
tive play are being built in for up 
to 32 players over LANs or the 
Internet. The story is fantasy- 
inspired and features a band of 
renegade elves who go on the 
warpath against humankind. 
Players will have to face up to 
40 different enemies—including 
dark elves, wolf bats, spider 
warriors, zombies, skeleton 
warriors, and ice people. 4 
You'll get to choose y 
from three different 
human characters, 
each with their 
own fighting 
style. The warrior style uses heavy 
weapons, the wizardry style uses magic 
weapons, and the witchcraft style uses 
beguiling potions and traps. Gamers can 
expect everything from burning swords 
to mallets, hammers to maces, and 
blowguns to bows. Although the 17 


Expect great graphics from Dark Vengeance. 


missions will be 
similar for each char- 
acter, they'll also 
feature differing 
objectives, enemies, 
and weapons. Dark 
Vengeance will re- 
quire a Direct3D 
accelerator. 


Drakan 

Also arriving late in 
1998 is Psygnosis’ 
Drakan. What origi- 
nally started out as 
a fantasy in which 
everyone played a different dragon has grown 
into a more Tomb Raider-style third- 
person action/adventure. The main 
character is a warrior named Rynn. 
Don’t be fooled by her slinky gait 
(thanks to the highly articulated 
model, shown below)—the woman 
can kick butt with a broadsword. 

Early gameplay takes place on the 
ground; but soon, players are intro- 
duced to Arokh—your trusted 

Dragon partner—and then battle 
takes to the air through 
most of the game’s 
15 levels. Like Rynn, 
Arokh is highly 
articulated, and the 
dragon flight-model is a blast. 
It’s lots of fun zooming through 

canyons and popping trolls 
with fireballs. Expect 25 dif- 
ferent opponents and a like num- 
ber of weapons. 

Deathmatch levels in Drakan 
can be ground- or air-based, but 
not both. All told, there are five 
multiplayer levels—including a 
“Queen of the Dragon” match, 
where everyone must battle to 

get to the dragon first. Once you get the 
prized mount, Psygnosis expects everyone 
else will gang up to knock you off. In mul- 

tiplayer matches, you can play as Rynn, a 
Death Knight, a Skeleton Warrior, and 

maybe even a Minotaur. 
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Shadowman 

The modern-day magic in Iguana’s Shadowman 
is of the dark, mysterious, voodoo variety. 
Players will have the choice of guiding either 
Mike LeRoi, a New Orleans-based English liter- 
ature student; or Shadowman, a zombie-warrior 
leader of the Deadside, the realm where people’s 
souls go after they die. Liveside is the “normal” 
world LeRoi inhabits. 

The emphasis will be less on acrobatics and 
hand-to-hand combat and more on weapons. 
To enhance the action, both LeRoi and Shadow- 
man are ambidextrous and can hold and fire a 
different weapon in each hand. For LeRoi, that 
means a .44 Magnum and a sawed-off shotgun. 


Shadowman’s weapons are voodoo-based: his 
Shadowgun spits shrieking wraiths, and his 


Fly a dragon in Drakan. 


Marteau, a ritual voodoo hammer, creates 
“soul-searing” shock waves. 

Levels and missions will be split between 
Deadside and Liveside. Obviously, Deadside 
will be more fantastical. Deadside levels worked 
up so far include voodoo temples, an asylum 
for the dead, and a Cathedral of Pain built by 
dead serial killers. Liveside locales include the 
London Underground, a Texas prison, and a 
Louisiana swamp. All levels can be revisited 
during the course of the game. A new 3D- 
terrain engine is also being used so that long- 
distance line-of-sight is possible. Iguana says 
players will be able to see clearly to the horizon 
without being hindered by fog effects. 

Unfortunately, Shadowman will be a solitary 
experience—no multiplay is being planned. 
Look for it this winter from Acclaim. 


Surprise Starcraft Pack 

Blizzard has Nexus Transmedia working on a 
Starcraft expansion pack called Insurrection. 
Nexus has done a few add-on packs before, 
most notably for Warcraft. Insurrection contains 
30 new missions—10 for each species—plus full 
storylines, new characters, and 100 multiplayer 
maps. Included are covert operations with teams, 
rescue missions, and quite a few traditional 
battle missions. Everything revolves around 
Brontes IV, a little backwater planet that all 
races just have to have. The game is going 
though extensive beta testing and is due to hit 
shelves soon—maybe by the time you read this. 


5 


Defend your installation from the 
Protoss hordes in Insurrection. 
Cavedog: TA and Beyond 
Although Total Annihilation designer Chris 
Taylor flew the Cavedog coop to form his own 
company, TA development continues apace. 
While confirming that weekly new-unit down- 
loads have been discontinued, Cavedog sur- 
prised us by announcing a July release for TA: 
Battle Tactics. It’s not really an expansion pack; 
rather, its 100 missions are intended to teach the 
finer arts of multiplayer tactics—e.g., “How to 
stuff a Flash rush and survive to build a Nuke.” 
For December, Cavedog plans to release another 
spin-off called TA: Kingdoms—a fantasy real- 
time strategy game featuring four races who 
fling magic weapons 10,000 years before the 
Arm and Core do battle. The Cavedog 
announcements didn’t mention TA2, but the 
company confirmed that a full-fledged sequel 
was still in development. The studio also 
announced its first non-TA products: Good & 


Evil (Christmas 1999), an adventure/ 
RPG/strategy hybrid by company 
cofounder Ron Gilbert (of Maniac 
Mansion and Monkey Island fame); Amen: 
The Awakening (summer 1999), a 3D first- | 
person action/adventure placing you in 
the role of a British commando; and 
Elysium (Christmas 1999), a 40-episode 
action/adventure game. 


Caesar Returns 
What’s it like to be ruler of Rome? You can 
find out this fall when Sierra and Impressions 
release Caesar III, the follow-up to Impres- 
sions’ successful empire-building strategy 
game. As with Caesar II, CIII is single-player 
only. You must build and maintain a thriving 
Roman city and develop armies to defend it 
against attack. Success means promotion by 
the Empire. You can also send the Emperor 
lavish tributes to gain power and prestige 
more quickly. New features include 16-bit 
high-resolution artwork (up to 1024-by-768), 
many more animations for city structures, 
and many, many more citizens walking the 
city streets. CIII will also be much more visual 
than CII. For instance, you’ll know unemploy- 
ment is a problem when you notice scads 
of homeless people walking the streets of 
your city—no scrolling through 
a bunch of graphs and charts 
(the hard data’s still there if you 
want it, though). Much effort is 
going into making city construc- 
tion far less rigid than CII’s, which 
should greatly improve the game’s 
fun factor. 


Descent Rises 

Forsaken threw down the gaunt- 
let to the Descent faithful, and 
now the Outrage division of 
Parallax is prepping Descent III, 
which Interplay hopes to publish 
this Christmas. Built from the 
ground up to take advantage of 3D accelera- 
tion, DIII’s biggest departure from the first two 
installments is its addition of above-ground 
action, so that players can zip out of mines and 
into the atmosphere to fight against ground 
and air forces. Outrage isn’t saying who com- 
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Descent Ill will break out of the mines. 


mands those forces in the story. The company’s 
also keeping mum about multiplayer options. 
We do know there’ll be 3 new ships and 10 
new weapons to be used in 15 levels. Oh, and 
new robots, too. 


Look Out, Longbow 

Empire is set to release a new 3D-only attack- 
helicopter sim sometime around November. 
Now titled Apache/Havoc, the game puts 
gamers in the pilot seats of the most deadly US 
and Russian gunships in operation. In the pre- 
alpha version shown to PC Games, separate US 
and Russian amphibious assault missions and 
several land-based campaigns were already 
well along. All missions will allow players to 
make use of terrain to escape detection, since 
radar and visual line-of-sight are true. A separate 
manual for each chopper will be included. In 
addition, upcoming flight-sim products based on 
the same engine will feature compatible sce- 


Apache/Havoc raises 3D gunship stakes. 


narios so that they can be shared between games. 
Apache/Havoc will be D3D-only, but there may 
be special support for Voodoo II boards. 
— Michael Cameron, George T. Chronis, 
and Steve Klett 
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STEVE KLETT 


Every game-success spawns 
copycats, and a rash of Deer 
Hunter knock-offs is the last 
thing the game industry needs. 


Don t Send in the Clones! 


atching the PC Data sales charts over the last few months 
has been downright horrifying. A little game called Deer 
Hunter continued to climb up, up, and up—it’s now firmly 
entrenched at Numero Uno. And it’s a crying shame. 

If you haven’t seen the “game” that is Deer Hunter, let me give you a 
taste. You click around on a woodland map looking for signs of Bambi’s 
mom (or dad). Click on a spot and an image comes up showing either 
no signs at all—or some deer scat (Yes! A fresh one!), tree markings, or 
bedding. One of the last three means it’s a good spot to hunt. 

You then slip into a stationary first-person view where you can pan 
360 degrees (agonizingly slowly on a fully tweaked-out P200, I might 
add), rattle fake antlers, spray some doe perfume around, and make deer 
calls. Then you wait, and wait, “a 
and wait. If you’re lucky, an 
actual deer will ramble by and 
you'll shoot it. It falls down—or 
runs off into the woods, never 
to be seen again. Yawn. 

Now, I’m not against 
“sports” games focusing on 
the great outdoors. I’m a big 
fan of Sierra’s Trophy Bass/ 
Rivers line, in fact. I believe a 
hunting game can be fun if 
done the right way. And clearly, 
based on Deer Hunter’s sales, 
there’s a demand. 


I know you can’t have us 


ILLUSTRATION BY BRUCE GARDNER 


shooting a deer every 10 sec- 
onds, but is it asking too much to actually be able to walk through 

the woods? At least fishing games like TB make an honest attempt 
at a polished game. Can you imagine if TB had you sitting in a boat 
watching a bobber for hours on end—perhaps pulling in your line occa- 
sionally to spray on some attractant scent? Yikes. 

But enough ranting. What scares me the most about Deer 
Hunter is the hundreds of corporate game-company execs 
who’re doubtlessly watching the numbers, salivating, and saying, 
“We could do that!” Heck, there’s already a turkey-hunting clone, 
and WizardWorks has announced a full line of games to follow DH— 
including (ouch) a fishing game. 

Deer Hunter was very shrewdly marketed: It was specifically geared 
for Wal-Mart. DH’s marketing team certainly deserves kudos for dup- 
ing hundreds of thousands of people into buying the game. They also 
deserve a pie in the face for shining the spotlight on a very unimpressive 
product that clearly was made only for quick profit. 
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It’s also scary that even some gaming magazines have pointed to 
Deer Hunter as a sign that it’s not too expensive—or risky—to develop 
an innovative game these days. Whoa! Deer Hunter is a step backward 
for gameplay—not to mention for technical standards. The game’s 
marketing may have been innovative, but its design certainly isn’t. It’s a 
glorified shooting gallery. 

Every game-success spawns a rash of clones, and a rash of bad DH 
clones is the last thing the game market and industry need. Regardless, 
I'd be surprised if we didn’t see a plethora hitting the streets soon, 
including perhaps: 

Beer Hunt: Play as an Irishman, Englishman, German, or American, 
and go on a drinking binge at a major brew-pub in each country. The 
goal? Solve once and for all 
which country makes the best 
beer. Fistfights among the above 
representatives would make a 
good Easter egg. 

Thumper Hunter: You 
remember Bambi’s sidekick, 
right? Well, now you can go 
out in the woods, shoot his 
furry butt, and turn him into 
a pair of slippers. 

Babe Hunter: A Baywatch 
spin-off where you’re a lifeguard 
in any one of four beaches around 
the US (Daytona, Venice, Hampton, 
Myrtle) and try to pick up chicks. 
3D acceleration is a must, of 
course. And hey, the Easter-egg possibilities are endless... 

Needle-in-a-Haystack Hunter: How quickly can you find it? Four 
hayfields from the realistically mapped American Midwest will be fea- 
tured. Oh yeah, you'll also be able to change the size and color of the 
needle to adjust difficulty. 

Surfer Hunter: Play a great white shark off the San Francisco, 
New England, and Australian coasts. See how many surfers you can 
eat before getting hunted down yourself. Extra points for swallowing 
famous surfers whole (imagine the endorsements!). 

Innovation Hunter: A variation on Haystack where gamers play a 
consumer in any entertainment software store in America and try to 
find a truly innovative game (there are some) on the sagging shelves. 
See how many pick Deer Hunter... 


Got a good idea for a clone? Did you actually enjoy Deer Hunter? 
Am I overreacting—again? Let me know at ThePlayer@pcgames.com. 
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Tht OPPONENT 


Events that live with you 
forever can happen online 


BLADE 


Greatest Multiplayer Moments 


eating Doom was a moment filled with rock-hard pride. 
Getting the silver triangle to go with the circle and square in 


Bard’s Tale was a moment filled with epic satisfaction. Solving 
Ripper (yep, I played to the end) was a moment filled with dogmatic 
resilience (surviving Christopher Walken’s acting being a greater achieve- 
ment than solving the riddles). And I did them all on my own. 

A sense of achievement is a bizarre emotion for a computer game to 
instill. But it’s happened repeatedly. 
More recently: facing Diablo at 4:45 
a.m.; getting my soccer team promoted 
in Eidos’ European-released soccer- 
management sim Championship 
Manager 2; defeating Quake II’s boss 
without taking so much as a scrap of 
damage—all left me feeling proud. I’ll 
always remember them. 

But the above experiences pale in 
comparison to some of my multiplayer 
moments. Possibly the finest 
ever was a four-player Doom 
LAN deathmatch played on 
a small user-created map (its 
name eludes me) here in the 
office. At 1 p.m., everyone 
downed tools (edits, phone 
calls, filing), booted the DOS 
drivers, and started the game. 
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We all sat in a row, fingers at 

the ready (the mouse had yet to be adopted). By “back-to-work” time 
at two o'clock, the four of us had amassed in excess of 1,000 kills. 
Shell-shocked by the adrenaline (and testosterone) rush, we dripped 
sweat as we looked around in disbelief at the sheer scope of slaughter 
we'd all just witnessed. I don’t remember who won (though I came in 
second)—just the feeling. 

I was exhausted, physically and mentally. For a solid hour, BFG blasts 
had turned my momentarily respawned Doom-guy to toast. Other 
respawns popped in, only to be instantly slammed in the face by a 
rocket. Die, respawn, die, respawn. In that game, you could respawn 
five times and fail to move an inch before being blasted to oblivion. 
The four frag counts were each over 250. It was a multiplayer moment 
never to be matched. 

Other memories abound. Like the time I spoke to someone in another 
country in a gaming chat room for the first time. Like the time I was in 
the CompuServe games room and was propositioned by a “young lady” 
(or filthy middle-aged dude) in a conversation that led to, well, what can 


only be described as a group sex “event.” (There were four of us, four 
of them, and a bunch of wisecrack lines to turn the wires blue.) Online 
moments to remember, one and all. 

Not all of them are so rosy, like the time I popped onto Battle.net for 
the first time, eager to take my hard-earned single-player experience into 
the multiplayer arena, only to be blasted instantly by a PKer in the town. 
(And I never, ever returned.) Like the time I lost my first Quake match 
on TEN to someone evi- 
dently much better—and 
the shocking realization that 
this person did exist. Online 
moments I’d rather forget. 

I bet I’m not the only 
one. The sense of compet- 
ing against another living 
person and the social interac- 
tion with people from differ- 
ent backgrounds, lives, 
and lifestyles are elements 
of online gaming that get 
overlooked in the buzz of 
pro gaming, frag scores, 
and “online personality” development. 

Today, games generally get lambasted for their lack of multi- 
player options. But do you play? Many people still don’t, and 
the question is: Why? With so many gamers with Internet 
access, the opportunity presented by free online services or 
publisher-dedicated servers is one that shouldn’t be missed. 
Great moments are waiting to happen. : 

These moments can be entertaining, enjoyable, 
enlightening, and humbling. I’m guessing that for 
me, nothing will ever top the sheer buzz from 
that epic Doom deathmatch, which left four 
intelligent people like kiddy kids, babbling 
with excitement as the adrenaline rush 


faded and “real life” began to rear its ugly 
head. But it might. As games improve and 
the number of players increases, so do the 
chances of entertaining a moment you 
might remember for the rest of your life. 

It’s amazing what an online connection 
can do for you... 


What are your greatest online moments? Let 
me know by writing to blade@pcgames.com. 
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ee iy ¢ tore the entire history of 
7 PC gaming apart to find the 
100 games we thought wor- 


thy of nomination for the very special — 
accolade of the Greatest Game of All 
Time. But rather than sit around 
thrashing through the list to come up 
with our opinion of the greatest among 
the greats, we turned the decision over 
to you. After we published the ballot 


-— in the magazine and on our Web site 


(WWw.pcgames.com), the votes 
poured in. It is with great pleasure that 
we present the Greatest Games of All 
Time as determined by 10,000 gamers 
the world over. 

You might be surprised by the 
results. You might even be mortified. 
Some of the games would make every- 
one’s Greatest Games list. Others might 
be on mine but not on yours. The skew 
toward newer games is likely a reflec- 
tion of the overwhelming number of 
Web votes, which accounted for about 
90 percent of all the ballots cast. Our 
theory is that Web voters were younger 
and more likely to vote for their current 
favorites. Theories aside, these results 
reflect the views of the gaming commu- 
nity en masse, and, as such, they’re the 
most complete indication of what 
games make gamers tingle today. 

For additional perspective, we polled 
some of the game industry’s brightest 
stars, those whose creative inspirations 
have caused many of us to lose shame- 
fully long periods of our lives. Their 
greatest games are on page 47. 

And, of course, we just couldn’t keep 
our big mouths shut—the PC Games 
editors’ picks are on page 46. We’ve also 
sprinkled interesting tidbits throughout — 
the feature, like the ballot omissions that 
stirred the most outrage and a greatest- 

- games trivia challenge that'll help you 
_ determine if you’re as hardcore as you 
think you are. eee 


And now, the envelopes, please... 


. Dune 2 

. Aces of the Deep 

. Monday Night Football 98 
. Wing Commander IV 
. Flying Corps Gold 

. FPS: Baseball Pro 98 
. Hardball 4 

. Rebel Assault 

. Chessmaster 5500 

. Apache 

. Panzer General Il 

. 1942 Pacific Air War 
. Hexen 

. IndyCar Il 

. Archon | 

. Close Combat: ABTF 
. Theme Park 

. Magic Carpet 

. FPS: Football Pro 96 
. Jagged Alliance 

. Spycraft 

. Steel Panthers II 

. Grand Prix Il 

. Pro Pinball: Timeshock! 
. Red Baron 

. EF2000 

. Phantasmagoria, 


Dark Earth, and 
Populous 


. Zork: Nemesis 
. Dark Forces 

. Lands of Lore 
. Hexen Il, 


MS Flight Simulator, and 
Prince of Persia 


. Panzer General 
. King’s Quest VII 
. Crusader: No Remorse and 


Lords of the Realm Il 


. Oddworld: Abe’s Oddysee, 


Lemmings, and 
NBA Live 98 


. Links LS ’98 
. Wizardry VIl, 


Wing Commander Ill, 
Syndicate, and MDK 


. Ultima Underworld 2 
. Falcon 3.0 
. Twinsen’s Odyssey and 


X-Wing 


. You Don’t Know Jack and 


System Shock 


. Pirates! and 


Might and Magic 


. AH-64 Longbow 2 
. Gabriel Knight: The Beast Within 
. Sam and Max Hit the Road, 


X-Wing vs. TIE Fighter, and 
Dungeon Keeper 


. Wasteland and 


Betrayal at Krondor 


. NASCAR Racing 2 and 


FIFA 98 


. Master of Orion Il 
. Privateer and 


Daggerfall 


. Curse of Monkey Island and 


Bard’s Tale 


. Interstate *76 
. Wolfenstein 3D 


. SimCity 2000 

. NHL 98 

. Descent 

. Heroes of Might and Magic Il 
. Riven 

. Star Control Il 

. Secret of Monkey Island 
. Myth: The Fallen Lords 
. TIE Fighter 

. Ultima IV 

. Myst 

. Command & Conquer 
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GAMES OF ALL TIME 


K-COM: UFO 
Defense 


Publisher: MicroProse 
www.microprose.com 

Year: 1994 

A planet under siege. A first-and-last line of 
defense accountable only to you and the finan- 
cial bottom line of the nations funding it. An 
alien menace throwing mind-boggling (and 
mind-controlling) technologies at you, forcing 
you to unlock its secrets and develop counterat- 
tacks. Shooting down UFOs and stalking 
their stranded—but still lethal—occupants. 
X-COM: UFO Defense was a genre-bending 
strategy game, one of the most innovative of its 
day. It combined resource management, mili- 
tary administration, and a nerve-wracking, 
turn-based, squad-level assault engine that set 
the mark for tactical strategy games. It was also 
a uniquely creative experience. Who can forget 
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What's on the CD 


the horror of first encountering a malevolent 
Sectoid, or the thrill of discovering the secret to 
alien telepathic technology? 

The details were what sold this game. 
Recruits matured and progressed in rank as 
they gained combat experience. We paid obses- 
sive attention to outfitting a squad before a 
mission, maximizing each soldier’s gear. And 
then there was the battle, the gut-wrenching 
close-quarters combat that pitted human against 
monster. This game put all the elements in one 


compelling package. 


Fascinating Facts: The aliens and their 
spacecraft were modeled on actual 
UFO folklore. The bulb-headed Greys 
and ominous saucers are based on real- 
world ET reports. 

Also, UFO’s innovation wasn’t lim- 
ited to the software. Back in the days 
of floppies and copy protection, the 
game incorporated a disc-shaped spin- 
ning wheel for copy-protection codes, 
which defeated photocopy machines 
and frustrated software pirates the 
world over. 


We went all-out to present the Greatest Collection of full games and influential 
demos to go with the Greatest Games ballot. And we think you’ll be pleased. 
For starters, there’s the complete—yep, the full monty—version of Interplay’s 
original Descent, one of the best action games ever. We've also got Accolade’s 
amazing Star Control II (#10 Action Game of All Time). That should keep you 


busy for awhile. 


For balance, why not take Derek Smart's Battlecruiser 3000AD for a spin to find 
out what all the aggravation was about? Smart released the full version of BC3K 
to prove to the gaming public that it does work—and to stand behind his product. 

0 take up the challenge and see what you think. 
In addition, there’s the shareware version of Doom (ust in case you've man- 


aged to miss it all these years). _ 


And Quake II finally came out in demo format. The game pipved to bea hit 


with the voters—find out why. 
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Tomb Raider 


Publisher: Eidos Interactive 
www.eidosinteractive.com 

Year: 1996 

No computer game since Myst has had as 
broad an impact on the mainstream world as 
Tomb Raider. A lot of the reason for that 
had to do with the buxom Lara Croft, who 
became the first global pin-up girl to have no 
basis in fleshly reality. Her cocky digital mug 
has graced over 100 magazine covers in 
dozens of languages, and she serves as the 
de facto mascot for the entire industry. 

But let’s not forget that Tomb Raider was 
more than a marketing success story. Before it 
was a phenomenon, TR was a breakthrough 
action-adventure game that presented a unique 
3D chase-view perspective, from which we 
guided Lara through a breathtaking series of 
dungeons and deathtraps. Her range of move- 


ment—which included everything from 


running and cartwheeling to swimming and 
slide-surfing—had our eyes popping. The 
clever agility required to negotiate the mazes 
kept us on our toes, as did the plethora of 
savage wildlife waiting to gorge on us if we 
slipped up. 

As a revolutionary break from the rigors 
of relentless first-person deathmatching, 
Tomb Raider was welcome. As an icon of PC 
gaming, it was unequaled. Lara Croft is Girl 
Power personified, and her franchise is one of 
the strongest in gaming history. 


Fascinating Facts: Lara Croft receives 
email marriage-proposals regularly at 
her Web site (www.tombraider.com). 

Tomb Raider is set to hit the big 
screen, brought to you by the produc- 
ers of Boogie Nights and the writer of 
Mortal Kombat: Annihilation. 


MechWarrior 2 


The pounding of your giant, metallic feet; the 
awesome sound effects and musical score; 
the incredible movie-quality intro; the fiery 
destruction of countless mechanized enemies; 
the epic battle between the clans. Mech 2 did 
a beautiful job of capturing the feel of FASA’s 
BattleTech universe—and making you feel like 
you were really piloting a massive hunk of 
death-dealing metal. 


Many of us here at PC Games have played 
through this one more times than we'd like to 
admit. (It appears many of you have as well. 
Each time Activision milks Mech 2’s success 
with another 3D version or bundle, we scoff at 
them for doing so—and then we play it again... 

Mech 2 blew away the competition when it 
came out, and it arguably remains unmatched 
by its robot combat rivals. 


Fascinating Facts: The Mech 2 project 
was almost canceled after millions 
of dollars and almost two years of 


Tetris 

You Don’t Know Jack 
Lemmings 
Chessmaster 5500 


development effort. In late ’94, the 
original team, design specs, and tech- 
nology were completely changed, and 
the project wasn’t an official go until 
February 95. Mech 2 shipped in 


July °9S, so the entire game was com- 


pleted in under 10 months. During 
the last four weeks of production, 
the designers spent $150 a night on 
junk-food runs to 7-Eleven. 

Mech 2’s original design specs 
called for six playable clans. 


Doomsday—October 10, 1994—was 
anticipated by gamers and feared by LAN 
administrators the world over. On that date, 
id Software fed a Doom-starved public 


another 32 levels of its masterful mayhem 


OD NA SEES Ss ea 


with Doom II: Hell on Earth. It was more 
evolutionary than revolutionary, as the 
sequel primarily added several weapons and 
a few new monsters. Ah, but what monsters! 
The Revenants still scare the bejeezus out of 
us. What Doom II probably did best was 
solidify id’s standing as the No. 1 company 


for first-person shooters, in the process 
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“Best Real-Time Strategy Game 


-PC Gamer On-Line, Reader's Choice Award — 
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= —Adrenaline Vault 
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New Missions 


ew Worlds 


Experience the real time strategy 
game that just doesn't quit. 


Total Annihilation, winner 
ff 2 ' ee of over 50 awards world wide 
- a. * and Total Annihilation: 

The Core Contingency, the 


ave qd “4 second explosive chapter in the 
A GT Interactive Company world’s hottest strategy saga. 


Www.cavedog.com. 


©1997, 1998 Humongous Entertainment, inc. All rights reserved. Total Annihilation, Total Annihilation: The Core Contingency, Cavedog Entertainment and the Cavedog Entertainment logo are trademarks of Hunjongous Entertainment, Inc. 


shining a mainstream light on the burgeon- 
ing games-industry and making (extremely 
rich) cult heroes out of John Romero and 
John Carmack. 


Fascinating Facts: Doom and/or Doom 
II can be played on more platforms 
than any other game in history: PC, 
Mac, Linux, SGI, NextStep, 
PlayStation, Super Nintendo, N64, 
Genesis 32X, Jaguar, and 3DO. 


Publisher: Blizzard Entertainment 
www.blizzard.com 
Year: 1996 
As the next product out of the stable that 
brought us Warcraft II, Diablo was eagerly 
anticipated. Call it what you will—action 
game or RPG—there’s no doubting that it was 
great fun. The randomly generated dungeons, 
three character classes, and variety of quests 
gave the single player every excuse to go back 
and take on the Big Guy again. Blizzard’s free 
server, Battle.net, also scored a huge hit with 
the multiplayer community, setting a standard 
that gamers began to expect. 

But the cheating! Hackable code turned 
the game into a cheater’s paradise, necessitat- 


PC Games Editors’ Top Picks 


We couldn't let gamers and developers have all the fun—we had to have our 
say. And in typical fashion, the knives were out and the comments barbed. We 
each had our favorites and those that we deemed not fit for coasters, let alone a 
place in our hallowed Top 10. But eventually a consensus emerged (and we real- 
ized how thankful we were that we didn’t have to do a Top 100), 


1. Doom 
The game that launched a thou- 
sand clones is still shaping the 
industry. 

2. Civilization 
An innovative, grand strategy- 


game that followed the course of 


_ the human experience from pre- 
literacy to space travel. 
3, Duke Nukem 3D 
Duke added attitude and levity to 
a serious genre and showed that 


_ less-than-state-of-the-art technol- 


ogy can still provide great 
gameplay. 


4, Quake Il 


Simple controls, breathtaking visu- 


als, and chaotic deathmatches 
make QIl the current action king. 


5. SimCity 2000 


Would-be gods still brag about 
their cities. 


6. Jedi Knight : 
_ LucasArts put it all together in 


this one: excellent single-play, 
innovative multiplay, perfect use 
of music, and stunning environ- 
ments and graphics. 


7. MechWarrior 2 
A first-rate 3D engine brought the 
mechanized wars of the BattleTech 
universe to stunning life. 


8. X-COM: UFO Defense 
A genre-bending game that mixed 
turn-based tactical combat with 
administrative resource manage- 
ment; the first and best of its kind. 


9. Total Annihilation 
Carnage, explosions, a bajillion 
3D units, and a devoted Internet 
following. What can competitors 
in the real-time strategy genre do 
to top this one? 


10. Warcraft Il 
__ Dwarves, elves, and more fantasy 
~~ folk joined the Human and Ore 
conflict. Involving strategies on 
. land, sea, and air gave a com- 
plete package. © 


46 


ing adventuring in groups and harming the 
spirit of community on which the game 
would’ve thrived. 


Fascinating Facts: Fancy playing a 
single-player—only, X-COM-style, turn- 
based RPG using claymation-type 
characters to be removed from your 
bard drive when they died? That’s 
what Diablo could’ve been, had it 
not been for a company meeting at 
Blizzard. “Why isn’t it real-time?” 
Blizzard asked. “Kill six months of 
engine work? We don’t like that,” 
said Crondor, the game’s developer. 
“Let me see what everyone else thinks... 
Er, they all agree,” was Blizzard's reply. 
And so it was... 


Duke Nukem 3D 
Publisher: 3D Realms 
www.3Drealms.com 
Year: 1996 

“Come get some!” We don’t know about 
you, but when we hear those words we think 
it’s time for a Duke LAN party. (Our girl- 
friends are not happy.) 

Simply put, no first-person shooter can 
touch Duke Nukem 3D (or 2.5D, as its com- 
petition lovingly refers to it) for character, 
charm, humor, absurdity, and, most of all, 
interactivity. Just about everything in Duke 


GEORGE BROUSSARD 
RICHARD GARRIOTT 


SCOTT MILLER 
RON GILBERT 


BILL ROPER 


JIM DOSE 


STEVE 
JACKSON 
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is breakable, shootable, switchable, or 
explodable: toilets flush, mirrors reflect, light 
switches work... Who can forget the first time 
they came across the pool table in the share- 
ware and realized you could actually play 
pool? And the voiceover fit our mental image 
of Duke to perfection. Playing Duke was like 
being in an Arnold movie. 

Duke also brought an incredible amount 
of multiplayer innovation to the table— 
the Holoduke, pipebombs, security cameras, 
jetpack, shrinker, freeze ray. Dukematches 
became an addiction, and the game’s fun 
factor made it our choice for 1996’s Game 
of the Year, Action Game of the Year, and 
Multiplayer Game of the Year. 


Fascinating Facts: A silent Duke? That 
was the plan until four months before 


Best Sellers 
of All Time 


There are games that deserve 

to disappear off the shelves, and 
then there are those that deserve 
to be landfill but confound the 
critics and manage to do well. 
(Deer Hunter being a perfect 
recent example.) These four _ 
games struck achord with | 
gamers and the mainstream, 
garnering more sales than any 
computer games in history. 


3,902,607 
- 3,427,699 
1,858,776 

1,037,460 


2. MS Flight Sim 
3.Doomil 


4. Riven 


the game shipped. The decision to give 
Duke voice launched a mad scramble 
to find a voice actor, come up with say- 
ings, and integrate them into the game. 

Almost all of the pop-culture refer- 
ences (a smashed Terminator, the 
O.]. chase) and gags were put into 
the game during the last three months 
of development. 


‘GAMES OF ALL TIME 


Command & Conquer: 
Red Alert 


Publisher: Westwood Studios 
www.westwood.com 

Year: 1996 

In the beginning there was Command & 
Conquer, and the Game Gods said it was 
good. Then there was Red Alert, and Brett 
Sperry made a bloody fortune. It was only 
two Christmases ago that Red Alert was re- 
leased, and it comes as no surprise that this 
real-time strategy trendsetter remains a favorite 
to so many gamers. 


Although some folks attribute its success to 


larger maps, more involved missions, and Win 
95 compatibility, one thing Red Alert had that 
C&C didn’t was a realistic plot. For gamers 
who couldn’t get into C&C’s fantasy Global 
Defense Initiative and NOD terrorists, Red 
Alert asked a more compelling question: What 
would the world be like if Hitler had been 
assassinated and Stalin was free to roam 
Europe? Building on the C&C foundation, the 
sequel’s Allied and Soviet missions turned out 
to be a lot more fun because they hit closer to 
home. Besides, the Soviet cut-scenes were a 
hoot. Who could forget Stalin with his female 
intelligence minister? 

Finally, the success of C&C and Red Alert 
helped spawn legions of RTS imitations— 
some good, many of them putrid. If being 
imitated isn’t a sign of greatness, nothing is. 
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Facinating Facts: More than 2 million 
copies of Red Alert were sold world- 
wide during the first 11 months of the 
game’s release. The official Red Alert 
add-on pack, Counterstrike, sold more 
than 650,000 units during its first three 
months in release. 


GREATEST 
S ihn Z 


Civilization 
Publisher: MicroProse 
www.microprose.com 
Year: 1993 

Sid Meier had already crafted some of the 
PC’s most groundbreaking strategy titles, 
with games like Railrood Tycoon present- 
ing first-rate strategy games in the most 
unlikely milieus. 

But nothing could’ve prepared us for 
Civilization. It was a strategy game that 
started us off as the tribal leader of a preliter- 
ate society, one that fought with clubs and 
struggled just to find enough food to eat. Our 
crises involved establishing basic commerce 
and government. But before too long, as 
we played addictively through the night, the 


Greatest Sports 
“Games of All Time 


he voters deemed these games 
the best sports titles ever. 


«© NHL98 
 °FIFA98 
© NBA Live 98 _— 
«Links LS ’98 
_ * Monday Night 
_ Football ’98 


game-decades rolled by and we found our- 
selves a more advanced culture, maintaining 
cities, mechanized armies, and sprawling 
navies, locked in political and military conflict 
with neighboring civilizations, all racing to 
complete the landmark Wonders of the World 
and ultimately to branch off-Earth into space. 
In short, Civ was a game that presented the full 
width and breadth of the human experience. 

It was an audacious, ambitious, revolu- 
tionary leap in strategy gaming: the 2001 of 
computer games. And its impact is still being 
felt—just look at how many of the industry 


stars we polled (page 47) put Civ at the top of 


their inspiration lists. 


Fascinating Facts: Civilization was not 
an original brainstorm of Sid Meier’s. 
Its first incarnation was as an Avalon 
Hill board game. 


i GAMES 


GAMES OF ALL TIME 


Doom 

Publisher: id Software 
www.idsoftware.com 

Year: 1993 

It wasn’t the original first-person shooter, but 
its immersive gameplay, brooding and scary 
atmosphere, revolutionary level design, fright- 
ening monsters, and multiplayer options made 
it the best. It was perhaps the most influential 


game of the 90s, spawning multiple clones 
and defining a genre with its user customiza- 
tion, shareware, deathmatch, and gore. And 
obviously, the game plain rocked (and still 
does). Who didn’t get a little jumpy cruising 
its corridors, hearing the monsters breathing, 
never knowing what horrors lurked around the 
next corner? Who can forget facing the first 
CyberDemon? Who didn’t delight in watching 
those flying skulls explode? If you haven’t 
played it in a couple of years, you owe it to 


yourself to load it up and check it out again. 


Fascinating Facts: Doom shareware 
has been downloaded more than 7 
million times. 


Quake 

Publisher: id Software 
www.idsoftware.com 
Year: 1996 

No game inspired as much fanaticism and 

community as Quake. It heralded a new era of 
multiplayer excitement, with associations of 
traggers forming clans, Quake-devoted Web 
sites logging every development, and thou- 


sands of multiplayer servers sprouting up from 
Australia to Asia to Alabama. Powered by a 
richly customizable engine, Quake had gamers 
tweaking the smallest gameplay details in 
autoexec.ctg files and launched a frenzy of 
user mod- and map-making creativity. Its lush 
graphics almost single-handedly made 3D 


49 


The Greatest Games 
Trivia Challenge 


So you think you're a hardcore gamer with 
an encyclopedic knowledge of gaming 


~ history? Prove it, smart guy. Take this test, 
then check your answers on page 53. 


1. Who was the villain in the original 
Wizardry? 

. What's the name of the town in which 
you begin Bard's Tale? 

. Name the fast creature who shoots a 
pair of deadly darts in Archon. 

. What is the hardest difficulty setting in 
Wolfenstein 3D? 

. Name the two Total Annihilation sides 
and their most-expensive battle unit 
intermsofmetal. 

. Name the commander whom you guide 
through Elite Plus. 

. In Heroes of Might and Magic, what is 
the name of the Lord who represents 
the Knight class? 

. What is the sinister, lurking presence 
in the dark places of the earth in Zork? 

. In Master of Orion, which race has the 
biggest advantage in ground-to-ground 
combat? it 


ee 10. What are the two opposing clans in 
_—__ MechWarrior? 


Tf Your first mission i in Dark Forces is to 
accomplish what two goals? 

12. What is the name of the homeland 
being fought forin Warcraft? = 


: : 13. se evil force that must be defeated to 


complete Ultima Ill is called? 
14. Civilization Il added what new form of 
government? 


15. What is the first weapons technology 


that research gives you in X-COM: UFO 
Defense? 


16. In Dooml, how many enemies will 


_ you faée from start to finish in Ultra 
Violence mode? (A), 872 (B) 2,666 
(Cc) 3, 735 (D) 4,540. 

17. Name the town andiKingtom where — 
Diablo takes place. | 


18. Who designed the most Quake levels 


(including deathmatch maps)? 

19. Which ha more secrets, Jedi Knight 
or Quake II? Bonus point if you know 
“how many secrets are in each game. 


20s In what yea did Wing Commander It 


“take place, and who were its two “big- 
Mame" stars? : 
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acceleration an essential part of every hardcore 
gamer’s PC. It also proved games were now 
big business: Trent Reznor of Nine Inch Nails 
did the excellent soundtrack, and the game 
was sold at 7-Eleven. In more ways than one, 
id had set the standard for first-person games 
once again—how many times have we heard 
the term Quake-killer since? 


Fascinating Facts: The Quake C 
Archives (www.planetquake.com/qca) 
list more than 150 Quake C mods. 


Jedi Knight 
Publisher: LucasArts 
www.lucasarts.com 
Year: 1997 

Why does Jedi Knight reap so much praise 
from its peers, competitors, and gamers in 
general, despite not being a technological 
leader? It’s simple, really. LucasArts didn’t 
just rush the game to market, slap the Star 
Wars name on it, and sit back and wait for 
the dough to roll in. 


Greatest Adventure 
Games of All Time 


A great deal of time was taken to develop 
a strong story, character, and truly immersive 
level design, and it shows. We’ve never felt so 
small in a first-person shooter—Jedi Knight’s 
levels are vast and, at times, awe-inspiring. 
Throw in some very clever use of Star Wars’ 
sound effects and music to enhance the 
game’s many dramatic moments, and you’ve 
got a winner. 


Before Dark Forces and Jedi Knight, 
many gamers—including a few in our 
office—claimed story and character were 
not important in an action game. Jedi Knight 
raised the bar: The game put us in a universe 
we were all familiar with and could relate to— 
and let us play with Force Powers and choose 
the Light or Dark side of the Force. 


Greatest Strategy Games 
of All Time 


_ The voters deemed these the best strategy 
‘games ever. 


° Total Annihilation 
© Warcraft Il 
‘© C&C: Red Alert 


~ © Civilization Il 


° Civilization 


» X-COM: UFO Defense 


* Master of Orion Il 
e MULE 


_¢ Lords of the Realm Il 


e Myth: The Fallen Lords» 
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Greatest Fly/Drive 
Games of All Time 


The voters deemed these games the 
best in the fly/drive genre. 


-64 Longbow 2 
|ASCAR Racing 2 
° . Red Baron 
* MS Flight Simulator 
« Galgpn 3 Oo 


The single-player, first-person gaming 
experience simply doesn’t get much better 
than Jedi Knight’s. It won our Action Game 
of the Year and Best Game of the Year awards 
in 1997; it’s no surprise to us now that it was 
voted to such a prominent position among 
the Greatest Games of All Time. 


Fascinating Facts: ]K features the first 
new Star Wars lightsaber-duel footage 
since Return of the Jedi. (Prior to the 
forthcoming Episode 1 movie, of course.) 


GREATEST 


GAMES OF ALL TIME 


Civilization Il 
Publisher: MicroProse 
www.microprose.com 
Year: 1996 

Civ was a giant leap—and Civ II was another 
leap forward. Though you would’ve been hard- 
pressed to find many people who’d say Civiliza- 
tion was an outdated game, MicroProse set out 
to trump its achievement with a high-gloss 
sequel. The result was Civilization II, which 
built off of Sid Meier’s astonishing original and 
brought an even more detailed and studied 
experience to his legions of delighted fans. 

The new isometric perspective of its glorious 
maps gave Civ II an immediate visual flair that 
the original never even went for. Now the task 
of guiding a society from its formative prehis- 


toric infancy to crowning glory at the head of 
the technological world became a feast for the 
eyes as well as the mind. New and risky con- 
cepts continued to demonstrate why the Civ 
team was ahead of the curve—ideas like the 
inclusion of Fundamentalism, a religion that 
accelerated obedience and production at the 
cost of intellectual and civic growth. 

Built-in multiplayer capabilities brought 
Civ II into the Internet age by allowing 
gamers to match their societies against one 
another with much more ease than CivNet 
had allowed. Now we can reach out over the 
phone lines to compete against others for the 
privilege of mastery over human history. 


Fascinating Facts: Many of the new 
Wonders of the World came directly 
from gamer suggestions. 


Greatest RPGs of 
All Time 


The voters deemed these games 
the best in the RPG genre. 


Diablo A 
Ultima Wie . 
Might and Magic : 
Daggerfall — 
Bard’s Tale — 
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W 7 GAMES OF ALL TIME 
arcrait 
Publisher: Blizzard Entertainment 
www.blizzard.com 
Year: 1995 
Warcraft: Orcs vs. Humans was a sleeper. 
Everyone who played it thought it was great. 
Everyone who didn’t had barely heard of it by 
the time the sequel came out. Real-time strat- 
egy action between the oldest of fantasy foes 
threw some intriguing tactics into the RTS mix 
at a time when C&C was getting started. 
Warcraft II brought the rest of the fantasy 
milieu into the fray—elves, dwarves, giants. 
And it added sea and air units in a grand, col- 
orful display, all while maintaining a great 
sense of humor. 

Rough estimates put Warcraft II’s world- 
wide sales in the region of 1.7 million (with 
the total somewhere between 3 and 4 million 


when taking into account the first game and 
the expansions). 


Fascinating Facts: The original 
Warcraft shipped in November 1994. 
Work on the sequel began in January 
1995, Despite adding a whole new 
SVGA look, the strategic possibilities 
of incorporating land, sea, and air 
units in one battle, and the detailed 
resource model, Warcraft II shipped 
on December 5, 1995. How many 
multimillion-unit sellers are created in 
11 months nowadays? 


gh AY 


kK r GAMES OF ALL TIME 
Quake 

Publisher: id Software 
www.idsoftware.com 
Year: 1997 

id Software did what the other companies 
were only talking about doing: they shipped a 
Quake-killer. To make the Christmas deadline, 
id abandoned its “it'll ship when it’s ready” 
mantra and sent out a version that had hack- 
able multiplayer code and didn’t include 
promised features, such as deathmatch maps 
and Capture the Flag. Several patches later, 
they'd delivered it all, and it out-and-out 
rocked. Intent on addressing the few areas 
where Quake drew criticism, id made 
weapons much more balanced, levels much 
more colorful, and the single-player experience 


Trivia Challenge 
Answers and Scoring 


~ So how smart are you? The answers for the 


Trivia Challenge (page 49) appear below. 


- You get a point for each correct answer. 


Answers: 
1. Werdna. It’s a cocreator’s name, Andrew. 
spelled backward. 


' 2. Skara Brae 
A 3. The Basilisk. The Basilisk of legend was 


able to kill his enemies with a glance. 
4. “lam Death Incarnate.” 
0. The Arm Millennium battleship and the 


Core Intimidator. Fusion reactors aren’t bat- 
es tletnits, | 
_ 6. Commander Jameson. You move through 
__ the ranks, beginning at Harmless. 


7. Lord Ironfist 
8. A grue, of course. Luckily, one has never 


heen seen by light of day. 
9. The Bulrathi 


10. Jade Falcon Clan or Wolf Clan 

11. First, find and retrieve Death Star plans. 
Second, escape to your ship. 

12. Azeroth is the name of the Humans’ 
homeland, which has been invaded by Ores. 


13. Exodus was the name of the evil force 
oe. We Bell? the lands of Britannia. 


undamentalism was added to the six 
other forms of government. 
15. Gauss 


16. (C) 3,735 (information from the excel- 
* lent Official Doom FAQ at www.gamers. 
— org/de 1¢s/FAQ/doomfaq) 


17. Town: Tristram; Kingdom: Khandaras 
18. John Romero (11) 


19. Quake I! has 92 secrets; Jedi has 89. 

_ Thanks to NerdKiller’s Secrets (www.ludd. 

_  luth.se/~zolo/) and Trail’s Guide (www.jedi 
__ knight. net/trail/ guide. html) for the info. 


20.2,699; ley Hamill, Malcolm McDowell 


Scoring: r 


18-20: Respect! Sod are among the world’s 
foremost authorities on computer games. 


You've also spent far too much of your life 


~ gaming and will never again have a date. 


4-17: You're game geek with an 


: Too many dates, nceerioull gann 
re your priorities? 


| 6-9: : You’ re 'y 28.8 inaT1 world. 


a - <3 TAYLOR 
BRETT SPERRY | 


MIKE WILSON 


e packed up all our 
W games, joysticks 
and PCs and headed for 
Baghdad by the Bay. You TiRAiaaia 


Can now reach us at: captures using 


Links LS 1998 


Compressivgisl Coumstry Chih 
?; yx fez wv 

Hole 10 — ar 5 

SUT yurls 


oie 


Cope liis Ville 
IOIE § - Pip <£ 
367 yards : 


ife 


oes 


Real 


; 
| Comparison 


Take a 20-minute Links® break and challenge 
Arnold Palmer to 18 holes at Kapalua’s Bay Course 
on the Island of Maui. 


¢ New waving flags, airplanes and other 
animations 

¢ New water reflections 

¢ Six golfers including Arnold Palmer 

e Faster screen redraws 

* Quick-start internet play 

¢ Over 20 other new features 


then 


= ACCESS 


For more information, visit our website at i) oe or call 1-800-800-4880. And add some color to your lif! SSS" soFTWARE INCORPORATED 


| az. \ ice 


Ultima VII: 
Part One 


‘ 
“4 


ii 


Day of the Tentacle 


Railroad Tycoon 
Need for y 


Speed II: SE Master of Magic 


Starflight Il 


Fallout Age of Empires 


July/August 1998 * PC GAMES 


56 


much more interesting, with a hub-based 
approach adding nonlinearity and goals 
beyond “find key, exit.” The intricate, inven- 
tive, and fiendish level design harkened back 
to the company’s Doom days (we’re still 
discussing QII’s inspired Processing Plant, 
which—along with Jedi Knight’s The Falting 
Ship—is perhaps the most inventive level 
ever). Visually, id once again raised the bar— 
Quake II’s colored lighting and other effects 
showcased what’s possible with 3D accelera- 
tion. This game is so excellent, the other 
companies don’t even dare say they’re releas- 
ing Quake II-killers. 


Ps ug lltnen. 

oe z 

; x . 
f ; m 
@ ) ens 
SE 


d | 


Fascinating Facts: Multiplay was one of 
the last things to be added during Quake 
IT's development—Carmack wanted peo- 
ple working on the game, not playing it. 

Quake II was patched 10 times in 
three months. 


MechWarrior 2 
SimCity 2000 

X-Wing vs. TIE Fighter 
TIE Fighter 

Wing Commander IV 


After all the votes were in—from the readers’ ballot in the April issue, the countless emails, 


and the Web ballot—one game emerged victorious. Like it or not, here's the winner of the 
PC Games Greatest Games of All Time poll icue drum roll... 


Total Annihilation 


When the editorial brain trust at PC Games 
first dreamt up a Greatest Games of All 
Time ballot, we figured the likes of Doom, 
Civilization, C&C, Duke, and Quake would 
battle for the No. 1 laurels. What we didn’t 
expect was that an upstart such as Total 
Annihilation would streak by the pack and 
steal the trophy. 

Don’t get us wrong: we think TA is a fan- 
tastic real-time strategy game, and a number 
of PC Games editors are seriously addicted to 
playing TA online. But we never thought it 
would garner enough votes to grab No. 1. We 
were wrong. Why should TA, the first product 
from an untested game company, gather such 
a rabid following? 

TA is all about the application of real- 
world massive military power against 
opponents. There are no cutesy voices when 
you click on a beautifully articulated 3D unit, 
nor are you distracted by eccentric resource- 
models that force arbitrary time limits on your 
missions. What other game gives you hun- 
dreds of different ground, air, and sea units to 
fling about? What other game delivers battles 
with still more hundreds of tanks, bots, gun- 
ships, and battle wagons twisting and turning 
and dying in massive explosions? TA packs as 
much or more action into a real-time strategy 
game than any of its competitors. 

Cavedog was also smart in that they under- 
stood the power of the Internet. They used 
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their Web site to communicate with TA fans 
and accept recommendations for new units. 
Between October and March, TA players were 
treated to either a new unit or a new map once 
a week for free. This added replayability and 
forced people to keep rethinking their battle- 
tested multiplayer strategies. Sure, some of 
those units were lame, but others—like the 


Arm Panther tank, designed by Cavedog as a 
PC Games exclusive—have caught on famously 
in the TA community. Players didn’t have to 
pony up $20 to $30 for an expansion pack to 
extend their gameplay experience. 

Cavedog made a bunch of brilliant decisions 
when creating TA. They combined all the right 
elements—challenging missions, beautiful 
graphics, and constantly evolving, excellent 
multiplayer balance—to form a modern-day 
classic. When given the opportunity to have 


their say, gamers responded by shouting TA! 


Fascinating Facts: The Jethro was named 

after the guy on The Beverly Hillbillies. 
TA’s working title was “The Really 

Cool War Game.” € 


e were able to send our thief 

into New World Computing 

to snatch a prerelease copy 

of Might and Magic VI, the 
latest installment in the epic RPG series (see 
the review of the final version in this issue). 
His success allows us to bring you this tour of 
the vast gameworld, making your travels less 
hazardous and time-consuming. 

Before we get to the quests, we must 
note the sweeping changes to the Might and 
Magic universe. Some of them are obvious: 
the world is now 3D; 
you start with four in 
your party rather than 
six and can bring along 
two NPCs; emptied 
dungeons refill (with 


we Might 


Intellect 
Rersonality 14 


Endurance) 1} 


monsters, not treasures); 
businesses have limited eeufley 
hours; and it’s all in real 
time. Other changes 
aren’t as obvious, and 
you'd be well-advised 
to study these, because 
being caught unawares 


can be worse than embar- 
rassing—it can be deadly. 


In earlier M&Ms, some skills were automati- 
cally known. In Might and Magic VI, if you 
don’t know a skill, you can’t do what it per- 
mits. So if you don’t give your archer the 


ig the land o 


Leather skill when he starts off, he won’t be 
able to wear Leather armor until he 
finds a guild that teaches it. y 


Acquired skills were learned ‘i 
At i 


in totality at time of purchase 
in previous M&Ms. Now, 


acquired skills must be ie 
j y J. 
extensively developed fi 


in two ways. First, 

when you train, 

you ll acquire 

points youcan / / 


A‘jarh¢ 

iMigh 
; 

Tribe lec ft 
Personality 
Endurance {1 
Accuracy 
w peed 
Luck 


Archer 


Druid 


allocate among your skills to boost their effec- 
tiveness. Second, once a skill is increased to 
Level 4, you’ll want to find an appropriate 
trainer to raise that skill to Expert—and later, 


58 


another trainer to raise it to Master. The 


improvements are well worth the effort. An 
apprentice in Body Spells can cast Speed on 
himself, while a Master’s incantation affects 
the entire adventuring party. 

Combat occurs in real or phased time. In 
phased time, your heroes and their oppo- 
nents get a number of attacks based on speed, 
weapon, strength, armor heaviness, and so on. 

Unlike in previous Might and Magics, all 
characters can use ranged weapons. Training 
them in Bows early on is essential, and can be 
accomplished at the Mercenary Guild in the 
village surrounding Castle Ironfist. 


Become familiar with the spell lists 
printed in the manual. Many spells 
are gone, a few have been added, 
and some have been changed in 
important ways. 

Spells are now purchased or 
found in books. A character with 
the Merchant skill can buy them 
cheaply and give them to other 
party members to learn. 

Spells are no longer learned 
from single guilds in successive 
cities. Instead, there are nine sepa- 
rate types of magic, and many guilds in 
different areas specialize in just a few. Each 
character will need to learn a magical spe- 
cialty if they want to cast the relevant spells. 

And now, to the quests! 


Following is the quickest way through the 
land of Enroth, giving only the crucial 
quests needed to solve the land’s problems 
and make your party admired and féted by 
all. However, remember two things. 

First, Enroth is a huge place, and it glows 
with charm. You’ll miss 99 percent of its 
splendor if you just trample through it on the 
way to the grand finale. Second, you won’t be 
able to complete the critical quests if your 


adventuring party doesn’t also take on plenty 
of subsidiary quests, building up their levels 
and stats and acquiring better items and spells. 

That said, here are the solutions to all 
Enroth’s current problems: 


Show the letter in your inventory to Andover 
Potbello in New Sorpigal. 

This quest, autodelegated at game’s start, is 

extremely easy. He’s in The Lonely Knight, 
the town tavern. He’ll give you 1,000 gold in 


exchange, too. 
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Give the letter to Regent 
Wilbur Humphrey in 
Castle Ironfist. 

This one’s also autodele- 
gated at game’s start and is easy, 
though you'll fight unpleasant crea- 
tures along the way. 

Goblins surrounding New Sorpigal have 
weak sword and missile attacks and poor 
defenses. Of course, your party does at this 
point, too, so keep on your toes. 

The minions of Baa that hang around 
Castle Ironfist come in three basic flavors. 
The Followers have a weak staff attack, while 
the Fanatics are tougher. The real problem 
comes from the ranged magic of the Mystics. 
Take them out first from a distance. 


Entertain Prince Nicolai. 
OK, it’s not really a quest, but it triggers one. 


Just talk to the prince about his boredom. 


When you leave the Castle, he’ll join you. 


Find Nicolai and return him to Castle Ironfist. 
This quest is delegated by Lord Humphrey. 
The little runt (Nicolai) leaves when your party 
rests, and Humphrey will see nobody til he’s 


returned. Nicolai’s gone to the Circus—and the 


difficulty of succeeding in this quest depends 
upon the Circus’ location at a given time of 
year. (It stays east of Blackshire in April, south 
of Castle Temper in August, and north of 
Castle Ironfist in December.) 

Enter the main tent of the Circus when you 
find it. Talk to Nicolai. He’ll rejoin you; then 
you can return to Humphrey. 
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F naling b Nicolai A a th Cros I one ofthe easiest 


‘Find Lord Kaban: S ai 
ais by Lord epee ae ay ane quest’ 5 
objective lies in a chest southwest of the town 
of Blackshire. All you have to do is find 
the chest and grab the shield, right? Um, did 
we mention that it’s guarded by heaps of 
Werewolves? They have attacks of average 
power, but they’re quite fast and can cause 
disease with their claws. Try casting Mass 
Fear to push back the hordes, and deal with 
the closer ones on a personal basis. A few 
Fireballs won’t hurt, and Speeding your 
entire party is a good idea. 


Mixa yellow and red potion, and you'll 


get an Orange potion, which increases 
armor Class by 10 fora bit. Mix blue 
and red potions to get a purple potion, 
_ which acts as a Cure Poison spell. 
Now the funsteally starts; 


attempt this 0: one emul y your ¢ - character are L 
= a or above, and have plenty of magical resis- 
tance, strong Cold-based attacks, and lots of _ 


= Hourglass it ee 
Delegated by Albert 
Newton in Castle 

Newton on the island 
of Mist. Go to Mist’s 
Silver Helm Outpost 
and get the Key to 


Then, go to Gharik’s 
Forge on the volcanic 
islands northeast 
_ of New Sorpigal.. 
There you'll find — 


Ste here ihe are chen 


Gharik’s Laboratory. 


the Hourglass. = = al 


powerful physical weaponry and armor. Boost. 

your party’s attributes by using some potions 
(see sidebar below), and take an Enchanter with 
you. The 50,000-experience reward is nice. 


Quest 7 

Destroy Devil Outpost. 

Delegated by Osric Temper in Castle Temper, 
south of Free Haven. Go to Kriegspire and 
head north of the volcano, then south of the 
mountain range. You'll find a small entrance 


y 


a 


very fast and possess strong 
Fire and physical attacks. 
Kill as many as you can until 
one drops the Devil Plans. Take 
these back to Osric. 


Quest 8 

Find and return the Prince 

of Thieves. aoe 
Delegated by Anthony Stone in 
~ Castle Stone, west of Silver Cove. 
Visit the Free Haven s sewers. There 


= ie ag too threatening, except that — 
-they’re very quick. Fireballs and Mass Fear _ 
will help. Watch out for the Acolytes of Baa 
and their ranged electrical attacks, though. 


Quest 9 

Fix stable prices. 

Delegated by Loretta Fleise in Castle Fleise, 
west of Silver Cove. Visit each of the nine sta- 
bles (Silver Cove, White Cap, Kriegspire, 
Blackshire, Darkmoor, Castle Ironfist, New 
Sorpigal, and two in Free Haven). Convince 
the owners to fix their prices. 


Bivine Power: Re onasd by mixing an 
Extreme Energy potion with a purple 
po Gives your character a temporary 
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Choose your corporation and mission. | 


Eight galactic powers, each with strategic advantages and disadvantages, fighting | 
in richly-detailed missions or randomly-generated campaigns with infinite replayability. 


Looking for depth? 
Cyberstorm 2 is the 
ultimate game of mass 
destruction and total control 

- —for gamers who love deeply- 
ee i | layered strategic warfare. . 
‘Choose your 

planet and It’s the year 2044. In the 
terrain. Typhoeus system, a newly- 
Then playa campaign ——qigcovered jumpgate will 
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inaiie oas Eight corporations will fight 
pilots to match for this right... only one 
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battle tactics. 


Customize 
our vehicles. 


Awesome HERCs, 
Grav Vehicles, Tanks. 
27 chassis with 
over 300 
devices and 
weapons. 
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spell i is the only way to accomplish this in 
under 30 days, which is much harder but 


more ren since ot get Is 000 gold. 


Quest 1 o = = = 
End winter in the frozen Fiphiands 

_ Delegated by Erik von Stromgard in Castle 
Stromgard, east of White Cap. Between. 
the volcano and the frozen Highlands on 


With the devils destroyed, Nicolai will knight your heroes. 


Kriegspire’s mountain range is a small hut. 
Speak to the hermit who lives there, and 
return to Stromgard to end winter, 

To get to the hermit, you’ll need to fight 
plenty of Fire Drakes, Earth Elementals, and — 
Minotaurs—all of them strong, fast, formida- 
ble attackers. Fortunately, the Flame Drakes 
are vulnerable to Cold, while the Earth Ele- 
- mentals can’t stand electric-shock therapy. 
| And the Minotaurs? Punch away, and hope 
= = for the best. 
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Delegated by Wilbur Humphrey in Castle 
 Ironfist. Just as you suspected, there’s a quest 
_ to slay a dragon. Go north to Castle Darkmoor 


fist. To do this, you must rescue Melody Siver, 
held i in the Silver Helm Outpost east of Mist. 


ietacine s Lair 
and fight Longfang 
Witherhide. Defeat hi 
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«get the Dragon Claw, a1 an 
Although it’s savallable relatively early in _ return to Humphrey. 


the game, this quest shouldn’t be empiede : Longfang will be understand- 
until you’ve buffed up your characters—like — = - ably Facer to part with a se ‘section 
to Level 10—and someone in your party has 


return voyage. 


Expert-level skills and power- ae Fire ane and he’s very sia vtec 


ful weapons and spells. spells and weapons—and save, > the ga ae 
You'll face Swordsmen, before you venture ae == 
Monks, and Guards with = = = 


Quest 13, 


a pretty nasty halberd 
attack. Pelting them with Get your promotion from 
arrows from a distance Sorcerer to Wizard. 
probably won’t help, since Delegated by Albert 
that gives the Monks, with Newton in Castle 
their long-range magical Newton, on — 
attacks, a perfect excuse to” the island of _ 
get some exercise at your Mist. This 
party’s expense. — = — ante =f 
(Note that each success- easy—provided 
fully completed Promotions you know the | 


Quest also provides a benefit to a character of | 
that profession in your party. In the instance 
above, your Paladin becomes a Crusader and _ 
receives an additional spell point and hit pout = 
for every level he achieves. ) 


location of the 
Fountainof 

~ Magic. Just head 
north from Castle 
-Tronfist. to Bootleg . 
- Bay, then go north- 
_ west of the emigie 
- town on the main- = 
Bland, Drink from — 7 
“the Fountain, then — a 


Quest 12 
Get your promotion from Crusader to Her, 


head back. ; 


an Extre eme Energy potic ion and é a 
green potion. Removes all previous 

le iale effects and knocks all stats 
down -1, permanently. | 


Here's a list of skills that come with each NPC’s profession so you'll know at a glance whether they're worth talking to: 


~ Smith: Unlimited weapon repair. 


: —~ Armorer: Unlimited armor repair. 


nt ’ Alchemist: Unlimited magic-item repair. 


Scholar: Unlimited item ID. 


|’ Guide: Map crossings are one day 
j*\ faster. (Minimum: one day.) 


oO. Tracker: Map crossings are two days 


faster. (Minimum: one day.) 


“Pathfinder: Map crossings are three 


days faster. (Minimum: one day.) 


=. Sailor: Boat travel is two days faster. 
(Minimum: one day.) 


Navigator: Boat travel is three days 


<2 faster. (Minimum: one day.) 


4 Healer: Cures all party hit-points 


™ once a day. 


, sills for all characters. 


Expert Healer: Cures party hit- 
points and conditions (except dead, 
stoned, or eradicated) once a day. 


Master Healer: Heals party of all hit- 


points and conditions once a day. 


Teacher: 10% bonus added to party rv és ae 
| Factor: 1 10% bonus on all gold found, 


on all experience learned. 


Instructor: 15% bonus add  . 


party on all experience ca 


Arms Master: 2-point aus te oa 
weapons skills for all characters. 


Weapons Master: Spaink bonus to 


all weerons skills for we characters. 


: Mystic: 3-point bonus to all spell sills ; 


for all characters. — 


Spell Master: Apoint bonus to all — 
spell skills for all characters. 


~ camping. (Minime mused: one.) 


NPC PROFESSIONS 


Trader: 4-point bonus to Merchant 
skill for all characters. 


Merchant: 6-point bonus to Merchant 
skill for all characters. 


Scout: 6-point bonus to Perception for 
all characters. 


Counselor: 4-point bonus to 
Diplomacy for all characters. 


Barrister: 8-point bonus to Diplomacy 
for all characters. 


Tinker: 4-point bonus to Disarm Traps 
skill for all characters. 


Locksmith: 6-point bonus to Disarm 
Traps skill for all characters. 


Fool: 5-point bonus to Luck for all 
meecters. 


| ‘Chimiiey Sweep: 20- point bonus to 
sak for all pharacters. iil 


Quarter Master: Two less days of 
food use while camping. on 
used: one) 


( ar: 20 6 bonus on all gold found. 


Gk: Makes one day of fond per day. 


(Maximum: 14 days.) 


| Chef: Makes two days of food per day. 
eeu: 14days.) 


seman: Trips using the stables 


~ take two days less to complete. 


nimum: one day's journey.) 


Bard: Gives constant Reputation 


_ bonus.. 


_Enchanter: Increases protection from 
_ S all four elements by 20 constantly. 


‘Pirate: Boat travel reduced by two 
_ days; found gold increased by 10%; 


‘Reputation decreased a full category. 


: Bune Disarm Thal skill increased 


Cartographer: Keeps Wizard Eye spell ~ 
going at Expert ranking permanently. 


Wind Master: Casts the Fly spell = 
(duration: two hours) once a day. re 


Water Master: Casts the Water Walk 2’; 
spell (duration: three hours) once a day. 


Gate Master: Casts the Town Portal 
spell at Master ranking once a day. 


Acolyte: Casts the Bless spell (dura) 
tion: two hours) at Master ranking once 

a day. 
Piper: Casts the Heroism spell (dura- 
tion: two hours) once a day. 


Explorer: All travel times reduced by 
one day. (Minimum: one day’s travel.) 


Reputation reduced by a full category. 


Squire: Armor and weapons skills in- 
creased by two points for all characters. 


Psychic: Perception skill increased by 
five points; Luck statistic increased by 
10 points for each character. P 


Gypsy: Food use reduced by a day's 
worth when resting (minimum of a 
day's food used at each rest); Merchant 
skill raised three points per character; 


Negotiator: Both Merchant and 
Diplomacy skills increased by four for ’ 
each character. a oN 


Duper: Merchant skill ocaated by 


_ eight points per character; Reputation ~~ 
decreased by one full category. 


y 


by eight points for each character; Rep- a 
utation decreased by one full category. 
“Bhs 
All other NPC types will join you for = 
nothing and provide no advantages. 


face Gannibaly 
Archers, but even a relatively 
penne party should b be able 


Quest 14 i 
Get your promotion from 


- Wizard to Archmage. 
Delegated by Albert Newton “ 
in Castle Newton, on Mist. 
To accomplish this, you must — 
retrieve the Crystal of Terrax. | 
Go to Corlagon’s Estate, south-_Y 
west of Castle Ironfist. Defeat = 
Corlagon, get the Crystal, and return 
to Castle Newton. 

Corlagon is an extremely fs Lich 
with a strong energy attack. He also employs 
Skeletons (which are moderately good at using 
swords) and Evil Spirits and Ghosts (the latter 
have weak attacks, but they do age party 
members). Missiles and ranged magic attacks 
are the order of the day. 


2 Quest 15 
_ Get your promotion from Knight to Cavalier. 
Delegated by Osric Temper in Castle Temper, 
south of Free Haven. An extremely easy quest. 
Just find Chadwick Blackpoole and ask him 
for his nomination. Of course, you need to 
know where Chadwick is. Check Viktor’s 
Hall, in Free Haven. 


Beware Titan’s — attacks. 
Quest 16 
: e = at your promotion from Cleric to ba 
Delegated by Anthony Stone in Castle Stone, _ 
= ~ west of Silver Cove. You'll need to rebuild 
Temple Stone to accomplish | this, and that 
i “at finding two specific | NPC types who 


ree Haven: a 


_ Stromgard, east of White Cap. You must 


lich aia Va 


: Priest to High eos 
a Delegated by fc 


Stone in Castle Stone. 
You have to return 


s), talk 


Chalice to ings 7 ? 
Stone from the 
Temple of the Sun, 
which is located in 
Bootleg Bay. Monks 
are the main threat 
here. Melee weapons 


Except, that is, for Sli “lick 


| Humphry ordered hm oan you afer’ | ; 


complain, he will ask you 1to 


whatever must be ailing Silvertongue. Take the 


work well—assuming you 

can get close enough to use them. 
Avoid open spaces unless you have some of 
the niftier group spells, like Prismatic Light. 
Otherwise, venture forth and draw back 
quickly, bringing some attackers with you 
as you retreat. = 


= nd a cure for 


Quest 18 

Get your promotion from Druid to Great Druid. 
Delegated by Loretta Fleise in Castle Fleise, 

west of Silver Cove. This quest—performing 
The Ceremony of the Sun—is lightweight, but 
timing is critical. Go to the circle of stones 


north of Silver Cove on a solstice or equinox 
(March 20, June 21, September 23, or Dec- _ 
ember 21), and pray at the center. 


| The Gracia: Finally—you’ve rinohed it. = == 


While there, you'll get a letter from Zenofex ae 
Take that letter to the Council to gain admit- 
tancetothe Oracle. = === 

The Temple harbors po erful magic-casters, — 
madarkne Druids and Sorcerers. Keep your resis- 
tances up, and beware of ranged magic attacks. 


Quest 19 
Promotion from Great Druid to Arch Druid. 
Delegated by Loretta Fleise. Just go to the 
Temple of the Moon west of Free Haven, 
and pray at the Altar of the Moon between 
midnight and 1 a.m. during a full moon. 
You'll find Cobras (weak bite, easy to dis- 
patch at a distance), Medusas (watch out—they 
stone characters!), and Druids (powerful 
ranged spell attacks). Be sure you have good 
spells of your own and lots of skill in pa 


Quest 22 
Gain Access to the Inner Sanct 


way to get th oe ese | 

from the wocsst in the peueeie 

and bine tare This is a very nasty quest; you ‘ll 
- ful Genies and Guardians Use ae ( 

~ Quest 20 | arty cc 

~ Promotion from Archer to Battle Mage. 


- Be ele ated by Erik von Stromgard, Castle — 


__ ‘fetrieve the Dragon Tower Reve bedi 2 
= ~ Icewind Keep. If Loretta’s foes prefer magic, = 
Erik’ go all out for physical mayhem. There — 
are re tough Guards and powerful Ogres to deal _ 
with. Use Mass Fear and ranged attacks, 
ee use of Inferno can realy wreak 


: You now have the a ‘apOl 
= ‘0 the hive and ight i 
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intense real-time tactical combat Mountain, Desert, Beach and Snow terrains 


w 
=e 
cfr 
yn 
—_ 


_ Nationality | Reese ee 
Primary Skill | Explosives/munitions 


Nationality | British 


Background | Extremely violent temper 
when provoked. Loves to 
read poetry to relax. 

Afraid of dogs. 


Cold and calculating 
character. His commitment 
to the team intensified 

after his sister was killed - 
in a German bombing raid. 


Keeps to himself. 
Explosive temper can result 
in unpredictable behavior. 


ist 


You're in control— 
Commandos work for you! 


James Blackwood 


Sid Perkins 


Nationality 
Primary Skill 


Australian 
Champion swimmer/sailer 


American 
Vehicle mechanic/driver 


Nationality 
Primary Skill 


Nationality 
Special Skill 


Linguist 


Aside from an absolute 
hatred toward Nazis, 
quite an amiable character. 
Speaks five languages fluently. 
Great with women. 


Background Dissolute character. Vows to 


have alcohol problem under 
control. Could figure out a 
way to make an anvil float. 


Mistrustful character. 
Has poor relationships 
with teammates. 
Loves a fine Cuban 
between raids. 


Background Background 
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Vex or ventilate 55 contrary denizens including 
Orcs, Dragons, Mummies and Zombies. 


Pray online with up to 4 mutually 


demented peers (pc version only). 


2 ic aster 13 horrific implements, including swords, hammers, 
muskets, magic spells and your bloody bare hands. 


the érim fun youve missed: New its tuste-tor your bath. (5) e~ 
So plunge on in or look away, but make up your mind. : 

| Me. 7,” ~£ 
While you still have a choice. 
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tecture: 


butte your own levels of death and destruction? Follow these easy 


guidelines and you'll be there in uno time. 


fter marvelling at the architecture in Upper Mines, admiring 
the ingenuity in Processing Plant, and fragging everyone in 
Tokay’s Towers, we realized it was time for us to tinker with 
the world’s most powerful 3D engine. Hey, we’re bored! While 
making Quake II maps might seem intimidating at first, it’s really 
not that hard. Learn a few basic concepts, find an editor that 
suits your tastes, and 
you'll soon be on 
your way to making 
this flexible engine 
bend to your will. 
Who knows, you 
could end up being 
the next Levelord 
or Tim Willits. 
There are a lot of 
choices for Quake II 
editing—many edi- 
tors are available on 
the Net (Worldcraft, 
QERadient, Qoole, 
Quark) as well as 
commercially (Death- 
match Maker 2). 
Unfortunately, sev- 
eral of them have to 


be registered before you can try them with 
Quake II, but that could change by the time 
you read this. 

I’ve experimented with them all, and 
Worldcraft is, without a doubt, my personal 
favorite. We’re not here to tell you which 
editor to use—all Quake editors operate 
on the same principles, so the explanations 
here will work just as well with Worldcraft 
as with Quark or any of the others. (Death- 
match Maker 2 might be the exception, as 
it’s structured a bit differently.) 


There are a couple of fundamental ideas that 
have to be explained before we get on to the 
nuts and bolts. The main thing to understand 
about a Quake II (or Quake) level is that it’s 
built out of only two basic structures: entities 
and brushes. Entities are anything players 
can interact with—they’re the “things” that 
make up the level, like lights, monsters, 
doors, switches, elevators, guns, and other 
players. Brushes make the actual level struc- 
ture—they’re the walls, floors, ceilings, spans 
across pits, and the pits themselves. Often, 
entities are made out of brushes. 

It’s important to remember that frame 
rate is king. And bold, extravagant architec- 
ture and brush use can, if applied wrong, 
kill frame rate. The Quake engine doesn’t 
like spaces that are too wide open and 
vast; it’s really much more suited to claus- 
trophobic level design. Quake II handles 
larger areas better than the original Quake; 
but it still sees through entities such as 
doors and processes everything it sees at 
once, so it helps to make levels tight and 
cleanly designed. 

Another important trick is to use groups, 
turning multiple connected brushes into what 
is basically a single brush to help reduce pro- 
cessing strain. Once you’ve used grouping, 
you can easily change the combined brush 
into an entity, making it a very useful tool. 
Generally, to group brushes, you highlight 
every brush you want for the group and select 
the group option. This is very useful for 
multibrush elevators and platforms, furniture, 
advanced architecture, and countless other 
things. Groups can be named, if you like, so 
you can easily find them and select new 
brushes to be included in particular groups. 

Though the main difference between the 
myriad editors out there is in how they handle 
brush placement, there are certain universal 
concepts concerning level architecture. Before 
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you run, you have to learn to crawl—and crawl- 
ing in Quake editing means making that first 
basic room. There are two ways to do this: the 
easy way, and the easier way. The easy way is 
to make six rectangular brushes. For the first 
room, we want a simple, plain-old box shape. 
To build it manually, you can make and place 
the floor, walls, and ceiling individually, which 
is good for more advanced room shapes. You 
just choose the brush-creation option in the 
editor and drop a brush on the editor’s grid 
(usually done by clicking the mouse on where 
you want the brush to go), then use the editor’s 
specific tools to stretch or squeeze the brush 
into just the right size. Once you drop a brush, 
you can easily drag it around by selecting it 
and, usually, holding the left mouse-button 
while moving the mouse—ust like dragging 
text in a word processor. The easier way to 
make a simple room is to create one brush 
that’s the size of the whole room and, with 

it selected, find and click on the “hollow” 
option. Voila! A new room. 

One of the most important tools of brush 
manipulation is carving, or subtraction. 
(They’re the same thing, but different editors 
have different names for it.) Basically, this 
means making a hole in a brush, which is 
pretty simple. In the spot where you want 
the hole to be, make a new brush that fits the 
size of the desired hole. Be sure the brush sticks 
out a bit on both ends of the hole and, with the 
brush highlighted, choose the carving option. 
This turns the brush into a carving tool; once 
the tool’s removed, a hole will be left in its 
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stead. Generally, the carving brush is simply 
deleted after use, but it can still be very useful 
if you’re making something like a door in the 
hole. After carving the hole out of the wall, 
you can actually change the shape of the carv- 
ing brush and turn it into a door, wind tunnel, 
or some other entity brush. 


Good texturing is as important as proper light- 
ing, but it can be very difficult to implement. 
There are hundreds of textures available from 
Quake II, and choosing the ones you want to 
use before you start creating the level will 
speed up things considerably. Don’t go nuts 
with a lot of textures. As in real-life architec- 
ture, it’s best to use only what you need. The 
fewer textures you use, the faster and more 
efficient the level. 

Usually, when you lay a brush down in a 
level, it is textured automatically with whatever 
is currently selected. Unfortunately, getting tex- 
tures to fit exactly onto a brush can be tricky. 
Try moving the brush around to fit the texture 
instead of vice versa. This means, for instance, 
making a brush longer on one side to make it 
align with the edge of the texture, then bring- 
ing the opposite side in to make a nice fit. 
Depending on the editor, you’ll need to click 
on the texture-lock function for this to work, or 
else the textures will shift when you move the 
brush. Tilted or distorted brushes usually don’t 
work with this tip, though, and you'll often 


have to use the Texture Properties function to 
manually slide and shift textures to fit brushes. 

As mentioned before, to create many types 
of entities, you make the brush into the shape 
you want, then turn the brush into an entity 
and add the correct settings. Turning a brush 
into an entity is a simple process in most edi- 
tors: with the brush selected, you can usually 
right-click to bring up the many options, and 
there will be a “tie to entity” option or some- 
thing similar. Simply choose this option, then, 
in the properties window for this new brush 
entity (again, usually found by right-clicking 
on the selected brush), choose the type of 


Object Properties 


Class Info | Flags | VisGroup | 


entity you want the brush to be from the drop- 
down list that appears. This way, the game 
knows that the brush is supposed to behave 
like a door, for example. 

Entities that are connected to one another 
(like a door and a switch) are linked via a 
name. The entity that’s being affected (the 
door) would get a name (say, “door1”), and 
that name would be what you’d write in as the 


> Fem 


switch’s “target.” This concept is put to use for 
a number of things, many of which are listed 
below. To enter names 
- and targets, you have to go 
into the entity’s properties 
listing (right-click on the 
object or press Alt + Enter 
in Worldcraft to bring up this 
window). Depending on the 
object, you'll see several 
modifiable settings called 
“keys” in the properties list- 
ing and, if need be, you 
can even add your own. 
There are two other tabs 
in the properties menu: flags 
and visgroup. Flags vary for 
each object and offer more selectable options 
such as choosing whether the object appears 
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in deathmatch games or on different difficulty 
levels), Groups are important for creating more 
advanced entities—especially rotating objects. 

A final tip that may seem obvious but is 
invaluable 1s 0 save your map using multiple 
savenames, and save often. That way, if you 
do something really harmful! to the map {Say, 
carving a hole through a wall so that the gray 
Outside the map shows through), you havea 
slightly Older version to fall back on. 


For a map to be interesting, it has to offersome 
interaction $0 it feels alive. Things need to Be 
happening—platforms moving up 
and down, boats crossing seething 
pits of lava, lights flickering myste- 
riously, walls blowing up, doors 
Opening, buttons to push, and other 
such niceties. After all, few players 
are going to want to run around in 
your level just to see the pretty archi- 
tecture. That’s where all this talk of 
entities comes into play. All those 
moving, interactive, atmosphere- 
inducing things are entities. Here, for your 
map-making pleasure, is a handy how-to list 
for many of the most useful devices you can 


throw the Quake IJ engine’s way. 


Switches and Buttons: Eminently useful, 
switches connect one entity to another (such as 
a door) via target and name keys. To make a 
button, first make the brush that will be the 
button and go into its properties to turn it into 
a func_button entity. As explained earlier, the 
target of the button will be whatever you want 
it t6 activate. So, if you are connecting the 
switch to a door, for instance, make the button’s 
target the Same as théname you gave the door. 

Sliding Doors: [hese are the only doors 
Quake had, and they re the easiest brush 
entities to make. First, simply create the 
brush you want as the door and turn it into 
a func door entity. From the Entity Properties 
Window, you can control the door in many 
different ways—adjust its speed, sound effect, 
or delay before activation or reset. The most 
important alteration right now is angle selec- 
tion. In Worldcraft and other editors, direction 
is handled with a compass-like device. The 
direction you turn the dial is the direction the 
door will open. It’s at 0 initially, so the whole 
door will slide to the right when approached. 
To make the door slide up, give the angle a 
value of -1. To make it sink downward, give 
it an angle of -2. When two doors touch each 
other, they activate in conjunction, but they 
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still must be configured separately, which 
allows for a great deal of creativity in your 
door construction. 

The Teleporter: Teleportation pads are 
extremely simple to make, using just two 
entities: the “misc_teleporter,” the actual 
teleportation point; and the “misc_tele- 
porter_dest,” which is what the teleporter 
leads to. To link the two entities, simply make 
sure the teleporter’s target key matches the 
teleport_dest’s name. Note that both these 
entities put the actual teleportation pads 
exactly where they’re placed, so you'll likely 
want to make them touch the ground. 

Explosive Brushes: The func_explosive 
entity is bound to make many a level designer 
happy. Simply take the wall, window, or 
any brush you want to be explosive, and 
change it into the func_explosive entity. 
The Mass key dictates the amount of debris 
that will be provided (up to 800, though Mr. 
Frame Rate will hate you if you go nuts with 
massive explosions like that. It’s best to use 
groups of smaller explosions, which also 
look far better). The health property indi- 
cates how much damage the object will 
sustain before blowing up. How much health 
you give it depends on its purpose, but gener- 
ally it should be at least 100. 

Platforms (Elevators): Platforms are 
straightforward in theory, but with a little 
creativity, they can lead to some interesting 
structures. To make a simple platform that 
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will take the player to a higher point, make 
the brush that will be the platform, place it 
at the high point, and turn it into a func_plat 
entity. Now, use the editor’s coordinate dis- 
play to get the numeric value of the height and 
put that number into the “height” key of the 
platform. If you want a platform that starts 
up and goes down, you can use a door entity 
instead or give the height a negative value. 
Ladders and Transparent Textures: Making 
a ladder (and also transparent textures, like 
glass) requires using the surface proper- 
ties of your brush (a ladder is not an entity). 
Depending upon the editor (and most treat 
this the same way), you simply click on the 
“ladder” option in the Surface Properties win- 
dow, and that’s it. Similarly, for transparent 
textures, you would click on the option for 
transparency. (Sometimes it’s called “trans33” 
or “trans66,” with 66 being more transparent.) 


Visit the PC Games Web site (www.pegames. 
com) to learn about more active entities, includ- 
ing earthquakes, wind tunnels, and liquids. 
There are also sections on placing power-ups, 
weapons, and monsters, as well as on creat- 
ing secret areas. & 
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hose bastards! While a planned South Park Quake II total 
conversion looks like it’s gone the way of the fearless poor 


few seconds, you put down your gun and start munching on 
Cheesy Poofs. Get these and other great models, such 
as Stecki’s Fuel4.46 (left), from the Quake II 
Bodyshop at www.bodyshop.logicquest.com. 
For a collection of excellent Quake II skins, 
go to 666 Skins (www.quake2.com/ 
skins). Sure, there are a lot of skin 


kid, you can still take pleasure in Kenny deaths. No, 
Comedy Central isn’t getting into the game biz. Rather, 
Kenny lives (and dies) in Jedi Knight and Quake II. 

I was tipped off to the Jedi skin by 

Obsidian. Rather, he tipped me off to the 
excellent Big Fluffy Pack of skins by the Jedi 
Knight Multiplayer Add-on Group (jedi 
knight.gamestats.com/JKMAG/index.html). 
Simply put, these guys know what they’re 


packs out there, but Roger Bacon 
(aka 666) pays attention to the 
little details and makes skins of the high- 
est quality. His site, one of the most 
professional around, also includes 
tutorials and FAQs to get you bud- 
ding skinners going. 

All of the mentioned skins and 


doing. The skin pack is chock-full of gems: 
Darth, Chewie, Lando, Leia, 

Lara Croft, Mulder, Scully, 
James Bond, Mortal Kombat characters... 


models are available for download at 
www.pcgames.com/skins. Now if 


The list goes on, for a grand total of 
108. BFP also has 16 new sabers, 
including an excellent lightning one, you'll excuse me, I’ve gotta go 
and they work with the Sith expansion kill Kenny. 
pack. BFP2 will add more skins and 
sabers and likely be available by 
the time you read this. JKMAG is 


definitely worth a visit for their 


Playing a map, mod or mission that 
rocks your world? Tell The Weasel 
about it at The Weasel@pcgames.com. 
skins, maps, and tagline: “Because we’re sick 
of Canyon Oasis.” 

A quick aside for newbies: Skins are tex- 
tures that fit over player models in popular 
games like Quake, Quake II, and Jedi. A 
Dutchman named Dennis Noordsij popularized 

them with a mod called MultiSkin, which 

allowed people to switch easily between dozens 
of Quake skins. A cottage industry and a new 
way for gamers to forge their online personalities was born. Noordsij’s 
mod was updated to MultiSkin Pro, then the capability was written 
into QuakeWorld. Now you’re not restricted to the Quake dude in 
multiplayer games—you can look like anyone from Superman to 
Simpson (Bart and O.J.) as long as your opponents also have 
the skin installed. 

Quake II took it a step further. Not only can 
you use new skins, but you can also use entirely 
new player models. We were laughing too hard 
to frag the first time we saw RIM’s Kenny and 
Brian Yee’s Cartman models. They look just like 


the South Park dudes, and the replacement sound effects are hilari- 


ous. Cartman’s animations are ingenious—if you stand in place for a 
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You command turn of the century tanks, 
~ battleships and observation balloons. 
They command 200-foot Fighting Machines. 


Size doesn't matter. 
Strategy does! 


Its not how big your units are, it’s what you do with them. When the Martian war 
machine lands on the green and pleasant land of 19th century Britain, 
strategy is all you ve got. And in this revolutionary non-linear war, you ll need it. 
Deploy your forces anywhere on the map of Britain. Choose your missions. 
Pick your Battles. Because you can lose a battle and still win the War. Maybe. 
It’s your primitive tanks against their Fighting Machines. Your biplanes against 
(heir Flying Machines. Your observation balloons against their Xeno-telepaths. 
150 30 rendered units stand between you and Martian domination. 
Or experience strategy from the other side and play as the Martians! 
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the original british invasion 
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GT Interactive 
Software 


www.gtinteractive com 


Available soon at your local retailer 


“The War of the Worlds" © 1998 Rage Software Limited. All Rights Reserved. Published and Distributed by GT Interactive Software Corp. GT is a trademark and 
the GT Logo is a registered trademark of GT Interactive Software Corp. The Story, script, artwork and logo from Jeff Wayne's Musical Version of "The War of the 
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“don’t outrun 
me Sulky we 

got a date with 
the endzone” 


commando Thorn sees 
his chance to be a hero 


é 
‘shake your 
boots commandos 
I need cover 
ve 9 
fire here 


heading upfield ball in hand 
Sulky realizes she’s target #1 


es 
ae 


| 
multiple arenas 10 minute 
many ways to play 


Capture the Flag 
the name says it: capture and hold as 
many flags as you can for as long as you can 


BaseTag 


score points by destroying enemy 
base stations while defending your own 


one way to wins 


1 JimG killed by PsychoCat. 
. Sulky recovers the ball for YOUR team! 


matches fast & fiexce 
teamwork 


Team Deathmatch 


hunt the other team to rack up kills, 
then protect weakened teammates 
or you'll be overrun 
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For games we ve rated as an 
A or A-, admittance to the 
A-List is the ultimate honor. 
If it’s on this list, it’s not just 
great, it rocks. Serious gamers 
will want all of these titles in 
their collections. 
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Civilization If (June ‘96) MicroProse 
Close Combat: 

A Bridge Too Far (Jan ‘98) Microsoft 
Cec: Red Alert (Feb ‘97) | Westwood Studios 
Diablo (Feb ‘97) Blizzard Entertainment 
Duke Nukem 3D (July ‘96) GT Interactive 
Dungeon Keeper (Sept ‘97) Electronic Arts 


FIFA 93 (March ‘98) Electronic Arts 
Jedi Knight (Dec ‘97) LucasArts 
Links LS ‘98 (Oct ‘97) Access Software 
Longbow 2 (Feb ‘98) Electronic Arts 
Master of Orion Il (March ‘97) MicroProse 
MDK (May/June ‘97) Playmates 
Myth (Feb ‘98) Bungie 
NHL 98 (Nov ‘97) Electronic Arts 
Oddworld: 

Abe's Oddysee (Feb ‘98) GT Interactive 


Pro Pinball: Timeshock! (sept ‘97) 


Empire Interactive 


Quake Il (March ‘98) Activision 
Total Annihilation (Dec ‘97) GT Interactive 
Worms 2 (April ‘98) MicroProse 
X-COM: Apocalypse (0ct’97) MicroProse 


WHAT WE'RE PLAYING 


We're still hooked on Quake II multiplay, but 
spring's brought some addictive newbies... 
and new versions of some of our favorites. 


1 quakengz 


2 Of Li ght 
and Darkness 


TA: Core 
Contingency 


4 Battlezone 


5 Die by the Sword — 


HOW WE RATE GAMES 


ere at PC Games we use a letter-grade system 
to rate games. Everyone knows what our grades 
mean without needing an in-depth explanation or clever 
chart: an A+ is the best score possible and an F is a 
complete bust. To give you a better feel for the overall 
quality of a title, we rate each game in six key areas. 
We also select a Game of the Month for each issue. 
We review games when and only when the makers 
say they’re ready for review. 


GAME of the MONTH: The PC Games Game of the 
Month is the one title among the month's releases that 
stands out from the rest. While it’s generally the best 
overall game of the month, a game will occasionally 
warrant this honor not because it’s the highest-rated 
game in the issue, but because it’s a standout in one 
Or more areas. 


GAMEPLAY: In a nutshell, how much fun is it to play? 
This takes into account the quality of the game’s inter- 
face and control scheme, and is weighted more heavily 
than other ratings in the overall grade. 


GETTING STARTED: How much reading, studying, 


and hardware-tweaking are required before you can 
start to have fun? (The less the better.) 


GRAPHICS: How advanced and attractive are the 
game's visual elements, and how well do they serve 
the game? If a game's 3D-accelerated graphics are 

significantly different than its standard look, we offer 
separate grades. 


SOUND CHECK: How good are the game’s sounds and 
musical score, and how well do they serve the game? 


OVERALL GRADE: All in all, how strongly do we 


recommend the game for purchase? 


MULTIPLAYER: How much value will you get from the 
game's multiplayer element, if there is one? (N/A = not 
available) This independent rating takes into account 
ease of multiplayer setup. 


July/August 1998 * PC GAMES 


88 


», What are you 
waiting for? 


See all that 
Lara has to offer. 
Complete your 
collection today. 


There are now 
three Tomb Raider 
products to choose 
from in the ever 
growing list of Lara 
Croft's adventures. 


www.tom 


TOMB RAIDER, TOMB RAIDER ||, TOMB RAI R GOLD and 
LARA CROFT are trademarks of Core Design.%© 1996 - 1998 Core. 
-EIDOS INT ERACTIVE i is a trademark of Eidos, Pic. © 1998 Eidos. 
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The Lionhead Diaries, Part II 


Lionhead director Steve Jackson continues this fascinating look at not only the creation 
of a game—still to be named and seen—but also the building of a development house 


y first official day at Lionhead was 
June 9, 1997. As I was to discover, 
Molyneux culture breaks the mold 
of traditional working practices. Bleary-eyed 


programming staff drift in between 10 a.m. and 
noon. This I found a little worrying: If everyone 
worked six-hour days, how long would it take 
to finish our first project? But I hadn’t appreci- 
ated yet just how much everyone loves their 
work. Though coders may leave the office 
around 6 p.m., they habitually take their 
machines home with them. Sessions lasting until 
3 or 4 a.m. have already become quite normal. 
As a result, Peter, Mark, Tim, and Demis have, 
in Just seven weeks, developed Lionhead’s basic 
programming libraries and tools—the founda- 
tions upon which the game engine draws. And 
all this had to be written from scratch, as Lion- 
head games will run at 800-by-600 resolution 
in 16-bit true color (as opposed to SVGA). 

The latest addition to the team was 21-year- 
old Demis Hassabis, Lionhead’s resident Young 


Einstein. Imagine a cross between Jungle Book’s 
Mowgli and The Hobbit’s Gollum. That’s 


Demis, the exuberant prodigy. 


Demis. As an under-13, he was the world’s 
highest-rated young chess player. Much later, 
Demis graduated from Cambridge University 
with a Double First in Computer Science [kind 
of like graduating summa cum laude from one 
of the world’s top universities—Ed.|—though 
he claimed to have done no work for his Finals. 
And last August, at the Mind Games Olympiad 
in London, he won five silver medals and a 


bronze for England, finishing second overall 
in the tournament. 

Peter first met Demis when he entered a 
“design-a-game” competition in 1990, A 14- 
year-old at the time, Demis knew he couldn’t 
take the first prize—a job at Bullfrog. But as a 
result, the two designed and wrote Theme 


Park, a game that’s sold over 3 million copies. 


The Lionhead crew schemes and dreams. 


Demis’ desk is littered with books like 
Mechanics: Dynamics and Artificial Life 2. 
He’s building up a “real-physics” engine for 
the gameworld. The idea is this: Say a car blows 
up in the game. A fragment of metal crashes 
through a window, which shatters. A shard of 
glass flies at a tree, hitting a leaf, which flutters 
gently to the ground. Demis’ engine will give 
game objects these sorts of real physical proper- 
ties. How? I can’t even begin to imagine... 


Making a name, signing deals 
Word was spreading. Though Lionhead had 
barely gotten underway, there’d already been 
plenty of interest. Within the first month, we’d 
been visited by several development teams 
offering game designs. And some of the major 
players in the industry, including Sega, Eidos, 
Nintendo, GTI, and Lego, had already called. 
By the end of July, we'd signed a one-game 
contract with EA. The negotiations had been 
tough, with three-hour video conferences and 
phones slammed down on at least a couple 
of occasions. Our legal bill had run to over 


£50,000 [about $75,000—Ed.]. 
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There was some serious work getting 
done, too. By now the groundwork for the 
project was beginning to take shape. Peter’s 
plan was to have a workable version of the 
game we could all use to test gameplay at 
early stages. Mark was completing his work 
on the in-game debugging routines, Tim had 
the libraries and tools sorted out, and Demis’ 
real-physics engine could now draw a beveled 
box (a 3D box with angled sides). Now, to 
me, creating such a box and moving it across 
the screen seemed no great feat. But there’d 
apparently been some sort of competition to 
see who could create the best beveled box, 
and the other coders seemed genuinely in awe 
of Demis’ achievement. 

I was gradually getting used to the mumbo- 
jumbo of code-speak. “Once I’ve got a gooey, 
I can attach my function calls!” OK, he was 
talking about a “GUI”—a graphical user 
interface—not something from his nose. Or 
“Thank God for the comma-space. That’s 
all I can say,” and “Let’s do away with 
round brackets entirely.” All these topics 
seemed incredibly important to everyone. 
Sure, standards needed to be set so every- 
one’s code would work with everyone 
else’s. But I avoided standards meetings 
like the plague. 

The coders had agreed that everyone held 
a single “Joker” in these discussions. Anyone 
objecting strongly enough to any suggested 
standard was allowed to play his Joker to 
veto the plan. Jonty [a former Bullfrog coder 
who worked on Dungeon Keeper’s AI—Ed.| 
had played his Joker to ensure that a space 
always appeared after a comma. Stuff like 
this makes Lionhead a unique place to work. 
Little games and pranks permeate even the 
serious side of the business. Everything was 
going well until our first virus arrived... 


NEXT MONTH: 


The virus. New team members. Office poli- 
tics. And a game starts to take shape. 
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“Bigger, badder, better 
than before.”—Bill Roper 


By Rob Smith 


et’s face it: what don’t you know about 

Diablo? The game’s sold somewhere 

over a million units worldwide. It’s 
been entrenched in the best-seller lists since its 
release early last year. No surprise, then, that 
there’s a sequel on the way. 

In the spirit of cynicism (many sequels these 
days offer only small advances over the origi- 
nal—Tomb Raider II, for example), our first 
question to Bill Roper, Diablo II’s executive 
producer, was “What’s new?” 

His reply—“ What isn’t?” —was refreshing. 
“Internally, DII has to be a real leap, in the way 
that Warcraft II was over Warcraft. And they’re 
a tough crowd to please here,” he says. 

First, the cosmetics. New colored lighting 


will create some atmospheric effects, such as 


Diablo’s two-thirds scale has been 
scrapped; full-scale buildings help convey 
the grandeur of the environments. 


the sun shining in through the stained-glass 
windows of a dark cathedral. Within the dun- 
geons, some doors will have small windows 
casting faint bands of light, which may catch 


the movement of the rooms’ occupants— 


DIABLO Il 


PUBLISHER: Blizzard 


Wes: www.blizzard.com 


AVAILABLE: Winter 1998/9 


enough to make 
you think twice 
about entering. 
There will be true trans- 
parencies on the walls 
rather than the dither- =~ 
ing process used in | 
Diablo, and the environ- 
ment textures will have a 
greater palette of colors 
to build from. 

There are five all- 
new character classes, 
and Blizzard’s taking extra care to 
ensure that each really is unique. The 
Amazon is a warrior; the Paladin is 
the virtuous defender of the faith; the 
Necromancer controls magic 
and the undead to fight 
his battles; the Sorceress is 
the spell-caster; and finally, 
the Barbarian does, well, 
Barbarian stuff. 

No longer are these charac- 
ters going to be restricted to 
Tristram. Four new towns 
cover roughly four times 
the span of Diablo’s terrain. 
That'll affect the quest struc- 
ture, which will be split into 
four acts. You’ll end up travel- 
ing from act one, to two, to 
three, then uncovering the way to an area pre- 
viously inaccessible back in act one. You begin 
the game just outside of Tristram, where you 
come to the aid of a caravan thwarted in its 
travels by demons. Rumors of Diablo resurtac- 
ing abound. You must investigate. 

Some of the quests will be linear—go here, 
get this. Others will have a more dynamic 
flavor that'll help bring out the role-playing 
elements. For example, you talk to the leader 
of the Rogues Guild. She’s after a special bow, 
but Griswald may have a buyer for it. Someone 
else may want it in a trade for spells. Your 
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choice. Say you choose to give it to the Rogue. 
Later in the game, when you’re looking for the 
aid of an NPC, the Rogue will recognize you as 
a friend and offer her services. Thus, you'll be 


spared having to hire an NPC mercenary for 


PCLLE ce 


hee! 


Line-of-sight lighting means that critters 
and items hidden behind walls and pillars 
will be in shadows and completely invisible. 


500 gold per day. (Oh, yeah: you'll be able to 
bring along some hired help during your dun- 
geon-crawling. } 

Probably the biggest criticism Diablo suffered 
was for the rampant cheating that occurred 
in its online games, including illegally duplicat- 
ing items. That’s being addressed to facilitate a 
new game environment. “We have to get rid 
of cheating, so that we can create a persistent 
economy where some items are unique,” Roper 
says. Once the problem is corrected, Diablo II’s 
environment will allow players to seek special 
objects and undertake missions with the goal 
of getting items to trade with other players. 

“We're empowering the Battle.net com- 
munity to move outside the game and still 
role-play,” Roper says. “We’re looking at 
ways...to really develop the role-playing skew, 
because it’s character-person interaction that 
makes for memorable gaming moments.” 


2EE MURE OALING 
http://www.pcgames.com 


hat makes a good game good? I 

suppose, in a way, this is what the 

reviews section is all about (along 
with what makes an awful game awful). But in 
the case of Blizzard’s Starcraft—a very good, if 
outwardly rather conventional game—the ques- 
tion seems particularly apt. Why has a game 
that doesn’t feature any significant advances or 
innovations kept me fastened to the computer 
for hours on end? 

[ suspect it’s partly the very lack of those 
“advances.” By virtue of simple, solid game- 
play, Starcraft has managed to rise above a 
predictable approach and been-there-done- 
that mechanics, and the final product (much 
like Warcraft IJ in 1995) seems fresh and new. 
This feel is one of the things worth waiting for. 

It certainly doesn’t look all that new. 
Starcraft is still essentially in ye olde 2D. It’s 
Warcraft II in space (and on planets and occa- 
sionally inside large, confusing buildings). 
The controls could be right out of that cele- 
brated fantasy/strategy game—or out of any 
of the clones that have sprouted like weeds 
in this overgrown genre. Point, drag, click, 
and enjoy yourself. 

You control Terran, Zerg, or Protoss forces 
in. a series of progressively more difficult cam- 
paigns, doing...well, pretty much the standard 
real-time strategy sort of stuff. That is, you 
collect minerals (blue crystals that amount to 
Starcraft’s version of Warcraft’s forests) and 
capture vented gases. These are the raw mate- 


By Peter Olafson 


rials that enable you to build and upgrade a 
series of structures which, in turn, you use to 
feed the dogs of war. And, at length, you send 
the boys out to beat upon the heads of your 
less-than-charitable neighbors (if they don’t 
come a-knockin’ first). Not exactly a novel 
concept in April 1998. So what’s that B+ doing 
down there in the corner? 

Well, Starcraft manages to have a good 
deal of fun with its 1995 trappings. Partly, it’s 
because playing those three sides isn’t like play- 

ing different-colored versions of a single 

side thrice. While its structure remains 
similar from campaign to campaign, the 
game’s principals are very different crea- 
tures. The Terrans, who’ve lost none of 
their native planet’s ravenous hunger for 
resources, have the ability to uproot their 
buildings and transplant them. The Zerg, 
an insectoid bioweapon run amok, can 
burrow beneath the surface...and woe 
betide the Terran units that wander into 
their vicinity. And the old-timers in the 
neighborhood, the psychic Protoss, can 
perform what amounts to magic. 
Another part of its success is pure pacing. 
The designers let you into the game in a care- 


ful, gradual manner, in which business feels 
like fun and vice versa. By the time I’d reached 
the fifth or sixth Terran mission—the recom- 
mended starting campaign—and started to 
struggle a bit, there was no turning back. I had 
been hooked by experts. 
It also helps that 
they’ve built the 
story—a battle over 
Terran colonies 


with not a few 
twists and 
turns—tightly 

into the game. 
Yeah, yeah, every 
real-time strategy 
game tells a story, 

I suppose. But 
while Starcraft is at 
its chattiest during the 
intros to the 30 mis- 
sions, the game proper 
isn’t just build, battle, 
build, battle, build. 
You'll find characters taking a break 
at key junctures to reveal some new 
entanglement, and J felt as though they were 


talking to me. That’s always a pleasant feeling. 


I’m even getting to like the key Terran charac- 


ter (one of the central players in the storyline). 
When was the last time you could say that 
about a character in a strategy game? 
Warcraft II made good use of sound— 
remember the jolly, dumb replies from the 


peasants?—and it’s a plus here too, even if some 


of the Terran factions don’t seem to like the 


sound of your voice. Even when there’s nothing 


much happening, you'll hear the agreeable siz- 
zle of your SCV (the key Terran construction 
tool) at work in the crystal beds. The patter 
from your transport pilots (and, occasionally, 
the music) owes something to Alien, and I’m 
told other sci-fi homages turn up elsewhere. 

The graphics are fine. They’ve got a bit 
of Diablo’s shadowy isometric thing going 
for them. The 3D models used for the build- 
ings are the best-looking I’ve seen since 
Dark Colony, and the multiple stages they 
progress through while under construction 
are realistic. The fuzzy fires from engines 
(which always ignite when they get under- 
way) are just the right touch, and the glorious 
explosions don’t look animated; they look 
like real-life miniatures. 

The designers haven’t made the mistakes 
their competitors did, either: they haven’t 
loaded the game down with little micro- 
management features, for example. Not to 
say Starcraft doesn’t have neat little touches, 
but they haven’t taken over the game or been 


inserted at the expense of its essential accessibil- 


ity. The number of units—11 per side—isn’t 
staggering compared to the prolific Total 


_ These codes only work i 


Annihilation; but they’re easy to 
master, and you'll use all of them. 
Finally, Blizzard has applied all the 
strengths of its earlier games to this 
new one: free access to its dedicated 
Battle.net multiplayer system (where 
I always found a fast game waiting— 
in one visit, there were 2,520 users 
online in 794 games); a bountiful 
campaign-editor that should give 
Starcraft the same long life that 


Warcraft has enjoyed; and a thorough manual 
that’s not required to get started, but which 
answered the few questions I had. And I didn’t 
find anything that looked remotely like a bug. 
So all’s well and good? Mostly. I don’t 
know quite what to say about the AI. I like it, 


but I don’t respect it. While I’ve seen it perform 


some perfectly timed counterthrusts that took 
the steam right out of my assaults, I’ve also 
found the enemy squandering its resources on 


small-scale frontal assaults and, on occasion, 


ignoring targets in plain sight. 


And then there’s the 12-unit limit for group 
commands, I imagine this was done to prevent 
players from falling back on the tank rush. If 
so, it’s merely an inconvenience. (You can get 
around the limit by assigning separate groups 
to keystrokes.) AI and unit design would be 
better answers to the tank rush. 

Finally, there’s the look. Now, conven- 
tionality isn’t necessarily a strength, and if 
Starcraft’s designers erred, they erred on the 
side of the familiar. But in the process, they’ve 
taught me patience with a genre I’d left for 
dead. A good game isn’t a cool new view or a 
list of slick features. It’s a whole that—what- 
ever form it takes—somehow surpasses the 
sum of its parts. 

In that respect, Starcraft is, unequivocally, 
a very good game. 


GAMEPLAY: + 


GETTING STARTED: 
GRAPHICS: 


SOUND CHECK: OVERALL 


MULTIPLAYER: 


Proof that revolution isn’t 
necessarily vital. 


STARCRAFT 


Blizzard Entertainment 
800-953-7669 
www.blizzard.com 

Win 95 CD 

P90, 16MB RAM, 80MB HD, 


2x CD-ROM drive 
P166, 32MB RAM, 
4x CD-ROM drive 
$55 


| A trickier early Terran mission in- 
volves seizing an enemy base, then using 

it to dispose of its sister installation to the south. 
The takeover is the easy part: Send the lieutenant in 
alone with her cloaking enabled, to assassinate the 
commander. The tough part is putting down the neigh- 
boring base. It’s on islands, so this is an air campaign 
first and foremost. Build four dropship transports, 
then six Wraiths, and research cloaking. Send in the 
Wraiths cloaked to run interference for the transports. 
The enemy won't know what hit ‘em. 


, aw a Bisuahoat id ae to soph” 
» skulls (without having to wear the 
‘ kilt)? Interplay’s s new action- -game 


a ee Tantrum, has taken that High- 


land concept and added an intriguing control 
method i in some blood-and-guts mayhem. 


_ This third- -person medieval fantasy adven-_ 


up ture follows the cavernous exploits of Enric—a 
vulgar Scottish swordsman more reminiscent of 
~ Duke Nukem than of William Wallace—on an 
a eight- Jevel mission to rescue his woman before 
she has an unfortunate sacrifice “incident.” Or, 
lf hiking around looking for romance and dis- 
memberment isn’t your thing, there’s an arena 
_ and tournament mode. In the arena, choose to 
play as heroes or monsters in two- or four-way 
_deathmatches, against either decent computer 
AI or humans over 
LAN, modem, 
or serial cable. The 
tournament is a battle 
of progression for master. 
swordsmen. 
_ The single-player adventure is surpris- 
__ ingly good. The levels are varied and nicely 
_ designed, with caverns, strongholds, a 
_ temple, and lava-filled mines to supply 
_ variation. And, even better, there are strong, 
_action-based puzzle elements—a lot of 


Take that, stumpy! 


jumping tasks, switch manipulation, and some 
extremely tricky conundrums here and there. 

_ The game supports Direct3D and 3Dfx-based 
cards natively—but even without 3D cards, 
the graphics are sharp and detailed, with 


exceptional animation. There’s a real problem 


_ with limbs and weapons passing through walls 


Bl aree 
is 


ee 


ce and other characters, how- 
ever. The music’s excellent 
and the sound effects fit. 
_ the violence perfectly. Also, 
- some of Enric’s one-liners 
_are great (though the extra 
profanity-pack is lame 
beyond belief). 
New technology in games 
is, despite all the hype and 
goofy terms, only as good as 
the game that uses it. So, if 
nothing else, the developers 
of DBTS deserve credit not 
just for incorporating good 
lighting and really great shadows, but also for 
creating a game that’s a technology showcase 
» for a budding new gameplay innovation. 
3 Basically amounting to an all-new ani- 


technique is an interesting, enter- 
taining, and slightly flawed 
execution of a more direct 
control-method for your gam- 
ing alter-ego. 
Very simply, VSIM control allows 

you to use your mouse, joystick, or 
number pad as your sword arm— 
thus giving you direct control over 
every hack and slash (but no jab- 
bing). It also uses swing velocity to 
work out the amount of damage a 
blow inflicts, and hit location is 
judged minutely. This results in 
hard, accurate blows severing limbs or 
heads. It takes a lot of practice but allows 
for true parrying, blocking, and frenzied 
action. There’s also a much more tradi- 
tional, simple arcade-style control mode, 

where each button corresponds to a specific 

attack. And you can use the included move 

editor for creating new attack-combos. 
At times, Enric tends to rotate way too much 
when swinging, and the camera doesn’t always 
keep up well, leaving the fighting feeling a bit 
too much like mindless slashing. And even 
when you do get used to it, VSIM is often tax- 
ing—especially when you’re fighting several 
opponents at once—making survival strikingly 
difficult at times. The monster AI is well done 
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.. mation technique, the VSIM control - 


The dynamic camera swings around for the 
best view of your nearest foe. 


overall, but most of the really interesting 
monster actions are pre-scripted. | 
Even with its control issues, this game 


is a blast to play through. DBTS’s multiplay - 


is especially appealing: it’s fun, tough, violent, 


and features dismemberment galore. VSIM - 


might take some getting used to, but it makes 
the action all the more frenetic. | 


GAMEPLAY: B + 
GETTING STARTED: B- 
GRAPHICS: B+ 
SOUND CHECK: B + 


MULTIPLAYER: A= 


DEVELOPER: 
PUBLISHER: 


Treyarch 

Interplay 

800-468-3775 
www.interplay.com 

Win 95 CD 

P100, 16MB RAM, 80MB HD, 
4x CD-ROM drive 

P166, 32MB RAM, 300MB HD, 
8x CD-ROM drive, 3Dfx card 
$50 


DIE BY THE SWORD 


Wes: 
PLATFORM: 
REQUIRES: 


RECOMMENDED: 


STREET PRICE: 
Tl PS v Use the terrain—especially claustro- 
phobic corridors—to your advantage 
when fighting numerous opponents simultaneously. 
And try not to let them flank you. W Enric will never 
end up as the designated driver. He tends to drink 
anything you put in front of him, so don't pick up heal- 
ing potions if you don't need them. You'll likely need 
them later on. ‘W Learn the jump-and-climb technique 
well: you'll need it in several key spots. W Look before 
you leap (press 2 for scout mode). If you fall into 
some non—instantly fatal holes, you might still find 
yourself irreversibly trapped. 


Rabel gest) 


Old name, all-new style 


1-9-9-8 I can’t bring myself to write 
— one of those standard, sum- 

Ly be it-up, review-type leads 

MX about Battlezone. It'd be 
too cool-headed, and, at the 
moment, I’m anything but 
cool-headed about this exquisite hybrid of strat- 
egy and 3D action. (Editors like that sort of 
thing, though, so look for it below.) 

Instead, here’s a story about my third mis- 
sion as commander of US forces on Mars. 
Escort a Recycler—Battlezone’s key equip- 
ment-producing unit—to replace one the 
Soviets have destroyed. That’s right, they’re 
back: Battlezone is set in the 1960s, and this 
time the Reds are fighting the US for posses- 
sion of the near reaches of the solar system. 


GAMES 


Exit your craft, and you can snipe shooter- 
style (seen from the third-person POV). 


At the top of a rise, I saw it: a huge alien 
ship that dwarfed even the horse-pill Recycler. 
(The cut-scene has an almost Close Encounters 
of the Third Kind quality.) An analysis pointed 
us to an ancient spaceport across a field of 
scrap (which is effectively gold). 

An artifact we were seeking turned out to 
have already been stolen. I had about eight min- 
utes to track it by finding the Soviet launch pad. 
Things to do: (1) Build Scavengers to collect 
scrap; (2) set up automatic turrets to guard the 
Recycler and Factory; (3) build Constructor, 
power station, and Comm Tower; (4) build 
tanks, tanks, and more tanks. A far cry from the 
original Battlezone, a simple, sprawling, though 
equally addicting vector-graphics shoot-’em-up. 

It was a long, tricky run. By the time I finally 
found the enemy pad, I felt exhausted—as if 
I'd run there on my own legs. And the belea- 
guered troops we were to relieve? They bought 


me the time I needed to get there. 
But a final scream from my radio 
told me that, while I’d succeeded 
in one objective, I’d failed in 
another. It’s the first time I can 
recall a computer game making 
me feel guilty. : 

Do I sound involved? Good, 
because I was...and still am. 
Here’s that standard review-type 
paragraph I mentioned: Battlezone 
is wholly involving and almost 
unremittingly delightful. This 
action-oriented (but not action-dominated) 
strategy adventure is the most persuasive argu- 
ment yet for moving real-time into 3D. 

How’d it get that way? Well, there’s the 
easy-to-learn command structure. There’s the 
flexibility. (You can pop into any of your 
craft—from spiffy little scouts to rocket tanks 
to towering walkers.) There’s the beautiful art- 
work. There’s the openness. While you’re fre- 
quently kept in check by the story—those orders 
just keep coming in—you aren’t handcuffed by 
an artificial structure. Battlezone’s building 
requirements have more to do with the levelness 
of terrain, proximity to other structures, and 
availability of resources than Uprising’s fixed 
citadels did. It’s realistic, and it’s fair. And the 
plot knits right into the fabric of the missions 
in a manner not seen since MechWarrior 2. 

Plus, when I got stuck at bottlenecks in the 
30-plus single-player missions, there was 
always multiplay, in which Battlezone excels. 
The strategy gives the game weight and pac- 
ing, and the action gives it sizzle. (And on my 
local server, I didn’t run into any lag at all.) 


peoseces * 


ED: 
co: 


Strategic placement of auto-turrets is vital. 
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The Constructor starts to erect a 
power station—a prerequisite for the 
Comm Tower to come. 


Now, there is a touch too much microman- 
agement. I’d like to see, for instance, the equiva- 
lent of an alarm button—an easy way to 
summon anyone within a given radius to a 
given location. I also had problems with the 
D3D running on some 3D cards (Voodoo II is 
supported through its own Glide driver), which 
Activision is supposed to be fixing. And I’ve 
seen (but not had myself) complaints about 
the rules for team play. 

But, generally, Battlezone’s just a great old 
time. I wouldn’t change a thing. 


GAMEPLAY: 
GETTING STARTED: 


GRAPHICS: 
3D ACCELERATED: 


SOUND CHECK: 


MULTIPLAYER: 


BATTLEZONE 


Activision 

800-477-3650 

Wes: Www.activision.com 

PLATFORM: Win 95 CD 

REQUIRES: P120, 16MB RAM, 
210MB HD, 1MB video 
card, 2x CD-ROM drive 

Recommenpen: P166, 32MB RAM 

Street Price: $50 


PUBLISHER: 


BN WY Your commanders have no patience 
with cowboys. If you want to keep your 
job, make their priorities yours and be quick about it. 
v Unless attack is imminent, the first two or three 
machines out of your Recycler should be Scavengers. 
You can't have enough scrap. 


ACTION 


loved Uprising, but I'd be the first to 
admit it was essentially a good first step: 
a 3D action game with a judicious glaze 
_ of strategy. By contrast, Ripcord’s Armor 
~Command—from the co-designers of — 
LucasArts’ X-Wing vs. TIE Fighter—is the 
first full-blown attempt at transporting a 
Command & Conquer-style real-time strategy 


game to 3D, and it’s an exceptionally solid and 


entertaining effort. 

You control either United Terran or Vrass 
Slaver forces in their struggle to secure the 
resources of a key nebula, and your basic tasks 
will seem familiar. You'll use your landing-pad 
base to import weapons to defend and prose- 
cute, structures (relatively few in type) to keep 
them bright-eyed and bushy-tailed, and tools to 
harvest the three types of resources that pay for 
your exploits and meet your mission goals. 

The difference is in the view. You’re not 
spread-eagled on top of the game; you’re 
effectively in it. The default perspective is first- 
person 3D from any of your units. While the 
20-plus types here can’t compete with Total 
Annihilation’s Unit of the Week Club, land 
units are well covered, and the few air units 
are well-considered choices. Shame about the 
lack of water-based units. 

AC’s 3D is lovely, and the game supports 
a slew of different accelerator cards out of the 


The scouts and tank head south—and are 
interrupted by uninvited guests. 


box via Direct3D and custom APIs. While P’'d 
have liked to see more varied elevations in the 


_ in Armor Command. The 
44 missions’ requirements 


ad units’ maneuverable 
area (in this respect, AC 
pales beside Uprising), 
switching into first person 
in the heat of battle is 
visually almost a dream 
fulfilled, even though it’s 
not especially useful for 
getting the Big Picture. 
The next thing you'll 
notice: Damn, this game’s 
hard. If you’ve ever lived 
on a budget or laid out a 
flow chart, you’ll do well 


and available resources are typically a 
close match, and your response speed 
and efficiency seem to count for a lot. You 
can’t save mid-mission and replay critical 
junctures, either. 

But it’s hard in a good way. The AI has an 
edge: the enemy will lead your units with its 
fire, keep you off-balance with raiding parties, 
and rebuild when you’re not looking. AC 
doesn’t have any throwaway missions, and its 
difficulty level is challenging without ever feel- 
ing unfair. The hierarchical command-structure 
and the attendant network of onscreen lines 
and boxes initially seem bewildering—I found 
myself always building 
more than I intended to, 
for instance. 

In short, the more you 
play, the better AC gets. 
That’s a practical defini- 
tion of a good game. 

But I didn’t use that 
first-person 3D view 
much; I tended to stick to 
the more efficient satellite 
one—and, apart from a 
couple of lockups while 
setting up an Internet 


Shouldn’t a game’s form 
find justification in its gameplay details? AC’s 
compound view ultimately seems like just a 
neat perk—almost like an exterior camera 
view in a flight sim. And while I understand 
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game, that’s my only gripe. 


The landing pad, in sumptooes 20, 


why the designers havent t turned AC} into 
another shooter/strategy game—a la Uprising, 
Battlezone, or the forthcoming Golgotha— 
I’m not sure I can identify a reason for the 
3D beyond said neat perkiness. 

Now, I’m not really complaining. Indeed, 
I’m enjoying the game immensely. Bring 


on the sequel. 


GAMEPLAY: B 
GETTING STARTED: B= 
GRAPHICS: B+ 
SOUND CHECK: A- 


B+ 


MULTIPLAYER: 


DEVELOPER: Ronin a 

PUBLISHER: Ripcord Games 
888-797-5867 

Wee: www.ripcordgames.com 

PLATFORM: Win 95 CD 

Requires: P166, 16MB RAM, 30MB HD, 

1MB video card, 

4x CD-ROM drive 

P200, 32MB RAM, 4MB 3D 

card, 8x CD-ROM drive 

Street Price: $50 


ARMOR COMMAND 


RECOMMENDED: 


TIPS ¥ The third Terran mission is especially 

welitet tricky. Half the solution is initiative— 
knowing what to build, turning it out, and moving it 
into position speedily. (You'll want to increase your 
tech level before you start bumping heads with the 
alien armor.) The other half is an aggressive posture. 
Take the battle across the river to the enemy as early 
as possible (before it can get its missile turrets in 
place). Garrison the first enemy landing-pad's location 
against the pad’s possible reappearance. 


all me cynical, 
_ but game concepts 


PW rarely intrigue me 
enough to hook me from 
the moment they’re an- 
nounced. But two years 
ago, I saw some of OLAD’s preliminary envi- 
ronments featuring the astounding artwork of 
French artist Gil Bruvel—and they were fasci- 
nating in and of themselves. This, coupled 
with the concept of a real-time adventure 
game (yes, real-time), promised something 
completely new. Interplay’s Tribal Dreams 
division has pulled off something rare in this 
often-predictable industry: a bold, intelligent, 
and ultimately compelling adventure you'll 
want to finish. 

The Millennium is fast approaching, and 
the big 2000 is ripe with possibilities for cranks 
and weirdos to spout drivel about the coming 
apocalypse. That is, it’s all drivel until The 
Dark Lord asserts that the apocalypse is, in 
fact, coming—and calls the biggest sinners of 


world history out to play as a prelude to an 
unfortunate Armageddon. 

Using the prophecies of people like 
Nostradamus, Edgar Cayce, and Mother 
Shipton—as well as of the Book of Revelation— 
OLAD tries to impart a real-world sense of 
impending doom. The Seven Deadly Sins (™) 
(go on, you can name them all...) are, 
naturally, behind the world’s collapse. The 
apparitions of various historical figures guilty 


Looking over the Village from Studio MF'er. 
(it belongs to the Millennium Fake Brothers, whose 
radio show adds character and clues.) 


Of Light and Darkness 


Racing with Armageddon 
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By Rob Smith 


You'll find three of the artifacts in the Poisoned Air room. 


of these sins—Alexander the Great, Ivan the 
Terrible, Caligula, Marie Antoinette, Aleister 
Crowley—are running amok in the Village 
of the Damned. Your job as the Chosen 
One is to redeem these apparitions before 
the Clock of Judgment can clear its throat 
and tip the world into the Apocalypse. The 
“how?” comes later... 

It’s also not often that a game gets me think- 
ing while I’m not playing it. OLAD did—a 
lot. Why? Well, there’s the ini- 
tially confusing nature of what 
the Hell (ahem) it is you’re 
doing. Finally, in a flash of inspi- 
ration, it struck me. OLAD is, at 
heart, an elaborate version of the 
board game Clue. You need to 
find out who (which apparition) 
did what (committed which 
deadly sin) with what (which 
artifact relates to them). Two 
more components—light orbs 
(red, blue, and green) that help 
dispel apparitions, and portals 
that provide short-cuts to the 
game’s locations—throw addi- 
tional mechanics into the fray. 


Saving the world is going to take a while. 
The Village of the Damned is an amazing place 
to explore. Within it, there are the Sin rooms 
(one for each of the Seven Deadly Sins) and the 
seven Apocalyptic Device rooms (Poisoned Air, 
Radiation, Earth Shifts, Famine, Plague, Flood, 
and War). You must access the former in order 
to redeem the apparitions associated with that 
sin, while the latter house the apparitions’ arti- 
facts and serve as a constant reminder of what 
fates might befall the world should you fail. 

So here’s what you do. Go fetch the artifacts 
and listen to the superbly dramatic proclama- 
tions about who they belong to. Then, find out 
which color of light each apparition needs for 
redemption (and the combination of colored 
orbs required to create that light). Finally, go 
to the correct Sin room with artifact in hand, 
blast the artifact along with the right color of 
light, and the apparition is redeemed. 

Each of the three levels requires you to 
redeem the apparitions wandering that area. 
As you progress, the area expands, and the 
pace becomes increasingly frantic. Level one 
has nine apparitions, and only three each of 
the Sin rooms and Apocalypse Device rooms 
are available. As more rooms open up in levels 


Productions 


Visit your local retailer or call 1-800-789-1534 for additional information 
www.imagicgames.com 


Industry Giant is a trademark and Interactive Magic is a registered trademark of Interactive Magic, inc © Copyright 1998 interactive Magic, Inc. All Rights Reserved. 


You will be right. : 
You will be wrong. You will love your trOOPS. you win cur 
You will hesitate. Ou 


will panic. vou wil a tel 
—-~ You will in Ray le price. 


will be defeated. ’ : ’ = 
You will act on instinct Wp as yi ‘ll You will ask for a second chance: 
ill be exalt 


Ou Will face-your fear: 
ou will know what it is to command 
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Use Free Tour to take your time wandering 
through the amazingly detailed streets 
of the Village. 


two and three, more artifacts become accessi- 
ble, and more apparitions that need redeeming 
arrive. And it’s all happening against the Clock 
of Judgment. 

While all this is going on, Gar Hob, Dark 
Lord of the Seventh Millennium (actor James 
Woods supplies the excellent voiceovers), keeps 
prophetess Angel Gemini (played by the equally 
convincing Lolita Davidovitch) imprisoned at 
his Dark Isle base. The dialogue between them 
is edgy and perfectly paced, as well as dryly 
humorous. (The designers deserve kudos for 
never losing sight of the value of a gag—even 
when you're saving the world from impending 
destruction. Wood’s dismissal of a sinner, Anka, 
as an “illiterate slut” when she is redeemed for 
Lust is perfect.) Accessing the Dark Isle and 
freeing Angel is your ultimate goal. 

The ambiance created by the sound effects 
is fantastic—from the cheerful instructional 
voiceover (complete with white-courtesy-tele- 
phone bell intro) to the constant purring of 
apocalyptic machines. Of the Sin rooms’ 
effects, the belching sounds of Gluttony are 
definitely the finest—although the orgasmic 
moans of Lust had me reaching for the vol- 
ume control. 

Bruvel’s SGI-rendered artwork is superb; 
elements of his famous paintings are evident 
in many locations. The startlingly animated 
Anger mask, the devilish jack-in-a-box’s face, 
the dank, smelly rooms, the claustrophobically 
narrow tunnels, staircases, and doorways, the 
trap doors...you can almost feel the varying 
temperatures. Overall, the graphics quality 
dips a little from the likes of Riven, because 
your route is illustrated by a short video— 


there’re no static 
flip-screens. But the 
immersive effect the 
videos give to the very 
atmosphere-driven 
experience redeems 
this limitation. 

To help you 
get your bearings, 
each level gives you 
a chance to take a 
Free Tour. This lets 
you access all the 
rooms available in 


Ghostly apparitions (they appear as 
floating masks) block your movement and 
demand the return of their artifacts. 


that level, click on things, teleport, and blast 
the first apparition, just to see how it’s done. 

I didn’t like the idea at first, as I expected to 
want to explore in the fashion of traditional 
adventure games. But OLAD doesn’t give you 
the chance. The apparitions are on their way 
to get you, and you need to know the Village 
in advance. By the second level, locked doors— 
which require artifacts to open—make traveling 
between locations via timely use of the portals 
a vital ingredient to success. 


Grab the three artifacts in the Apocalypse 
Device reoms—and also check for any 
floating portals and orbs (this white one will 
biast apparitions to give you more time). 
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Perhaps OLAD’s piéce de resistance is its 
seven chilling “You failed” animated endings, 
based upon each of the Apocalyptic devices. 
These show a young boy and girl, wide-eyed 
in bewilderment at what’s happening. The 
sequences are quite disturbing, yet they retain 
that dry, bitter humor that makes you dis- 
gusted with yourself for laughing as the 
children’s faces peel under the effects of radia- 
tion, or become swollen with abscesses as 
plague sweeps the world. 

I could see the Village getting a little 
repetitive, but as the pace picked up, I began 
to forget about that. I eventually just concen- 
trated on trying to beat the apparitions to the 
artifacts. And the symmetry of the puzzles 
was unfortunate—after redeeming five of the 
nine apparitions in the first level, it became 
evident that it was a neat three apparitions 
per Sin. Suddenly, the artifacts and back- 
ground story didn’t really matter—I was 
putting square pegs in square holes, round 
ones in round holes. To be really picky, I'd 
have liked a higher-quality manual. OLAD 
deserves better presentation of the fascinat- 
ing details and well-written information its 
world contains. 

And I’m not done with it yet. Some 40 
hours in, I’m heading toward the Dark 
Isle; but those kiddies keep getting fried, 
and I keep returning to saved games. (You 
can save anywhere.) I’m going back until I 
witness the ending. I know it’s going to be 
well worth the effort. 


GAMEPLAY: B+ 
GETTING STARTED: 
GRAPHICS: 


SOUND CHECK: OVERALL 


MULTIPLAYER: 


The end of the world has never been 
so much fun. 


DEVELOPER: Tribal Dreams 
PUBLISHER: Interplay 
800-468-3775 
Wes: www.oflightanddarkness.com 
PLATFORM: Win 95 CD 
Requires: Pentium, 16MB RAM, 
75MB HD, 1MB video card, 
4x CD-ROM drive 
P166, 32MB RAM, 2MB video 
card, 8x CD-ROM drive 
Street Price: $50 
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RECOMMENDED: 


Ti PS | W Use the Free Tour to learn how to 

redeem apparitions. ¥ Read the manual 
to get a clue on the artifacts and the sins committed. 
¥ Get to know the Village; use the included map to 
memorize portal symbols so you can find your way 
around. W Hit Pause and note the Key Code. Then 
go to the Web site and answer the puzzles to be 
awarded extra light orbs—you'll need them. 


ing themselves, and a maddening 


ADVENTURE. 


Funny old world: Some- 
how, when none of us 
were looking, Jacob’s 
Ladder and Faery Tale 
Adventure snuck off to 
a dark, unclean corner 
and did the nasty, probably in Arkham 

_ Asylum. The offspring, by way of (apparently 
indelicate) cesarean section, is easily the 
most disturbing computer game of 1998. 
Sanitarium deserves to be treated as a mood 
_ piece. Play when you’re alone, in 
the dark, and—for full effect—on 
some form of heavy medication. 

In this richly animated, isomet- 
ric adventure game, you assume 
the role of an (initially) nameless 
hero who awakens after a serious 
car crash to find himself dumped 
unceremoniously into a nightmare. 
Clad in a blue booby-hatch jumper, 
your face wrapped in bandages, you 
are in a dismal, crumbling sanitar- 
ium. Lunatics scream and babble all 
around, talking to and/or immolat- 


1-9-9-8- 


£539 2H 40 £590 


emergency alarm cycles in the background. 
From there on out, your task is to discover 
who you are, what happened, if you deserve 
to be here, and how—or if—you’re ever going 
_ to get out. 

The bulk of Sanitarium’s gameplay is stan- 
dard point-and-click adventure-game fare 
(with the occasional obligatory first-person 
| puzzle thrown 

in), but that’s 
pretty much 
where the stan- 
dard stuff stops. 
A detailed and lay- 
ered backstory unfolds 
through the nine 
varied episodes, 
with the his- 
tory of our 
hero revealed 
bit by bit 
through 
intermittent 


flashbacks that 


Sanitarium 


Hell is for children 


begin at a, shall we say, less-than-ideal 
moment from his childhood. These flash- 
backs—full-motion cinematics in the form 
of scratchy, grotty, low-res mental-home 
movies—are as soft-focused and drained of 


color as the game’s environments are crisp 
and lush, efficiently evoking the pure essence 
of unpleasant, repressed memory. 

Surreal, disturbing psychodrama isn’t com- 
pletely new territory in computer games (titles 
such as ] Have No Mouth and I Must Scream 


i 


if youre going crazy, at least you're not 
going alone. 
and the Dark Seed series have been there 
before), but Sanitarium takes the form to 
new depths. Seemingly trivial events, com- 
ments, or aural/visual cues from three levels 
ago will suddenly take on disquieting sig- 
nificance as you migrate not merely from 
environment to environment but from identity 
to identity. The journey untwines from the 
madhouse through a diseased, Bradbury-goes- 
to-Hell children’s circus and beyond. Before 
too long, you'll start to see and appreciate the 
deliberate, clinical logic behind the seemingly 
random madness...the careful and beautiful 
(if creepy) layering of rationalization upon 
symbol upon reality. Listen: The protagonist 
is trying very, very hard to think very clearly 
about trying vot to think about something 
else. Read it again. 

Although the voice acting can be a little 
painful at times, the atmosphere is admirably 
immersive, with detailed, hand-painted envi- 
rons and localized, ambient sound effects. 
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By Chris Hudak 


And, just to screw with your 
mind, amid all the nasty ice-water- 
trickling-down-your-back parts of 
the game, you just may encounter 
a moment—I won't tell you where 
or how—of such terrible beauty 
that you'll find your eyes getting 
all soggy. When was the last 
time a game engaged that kind 
of player emotion? 

If you’ve been in one of those 
bright, pure-minded, sunshiney 
moods lately and would like to 
put a stop to it right away, you 
couldn’t do much better than this 
plot-heavy adventure. Still, be sure to disin- 
fect your hard drive after you’re finished. 


GAMEPLAY: A= 
GETTING STARTED: B 
GRAPHICS: A 


SOUND CHECK: B= ZOVERALL 


MULTIPLAYER: NW/A 


SANITARIUM 


Hands-down winner of Most Screwe 
Up Game of 1998—and | mean th 
in a loving way. te 


DreamForge 
ASC Games 
Wwww.ascgames.com 
Win 95 CD 
P90, 16MB RAM, 30MB HD, 
4X CD-ROM drive, 1MB PCI 
graphics 
P166, 32MB RAM, 80MB HD, 
6X CD-ROM drive, 2MB PCI 
graphics 

Sresst Pact: $40 


VY Make written note of everything! 
Every last comment, action, sequence, 
and list you encounter, no matter how off-the-wall 
it seems, will have significance at some point. 


TIPS 


1 Think you've 
mastered the game? 


209,099 players on 699 servers in 59 countries 
think they have, foo. 


99+ games ¢ $29 one-time registration fee 
efree lifetime upgrades 


“" PLAY HARDER. 


www.kali.net 


——— aw "i: are — -_—- a 


* 


... JOYSTICK. elimina 


(¢)1998 Second Generation Research Laboratories, Ltd. All rights reserved. SGRL, Titans Sphere, and Titans Sphere Logo are registered trademarks of SGRL, Ltd. 


F-15 


Rip Saddam a new one 


When I tore the shrinkwrap 
off Jane’s newest F-15 com- 
LJ} bat-jet simulator and a 
340-page manual fell 


1 -9-9-3 


GAMES 


out, I knew I wasn’t in 
for a short flight. The 
crew that brought us Longbow 2 claims 
to have the “definitive combat-jet simula- 
tor”—exhaustively detailed and bristling with 
realistic features. After extensive time behind 
the stick of this new bird, I can tell you it isn’t 
empty rhetoric. F-15 pushes the boundaries of 
flight-sim sophistication all the way to Baghdad 
and back. 

Besides providing the most comprehensive 
avionics package on the market, F-15 also 
delivers the finest flight model I’ve ever seen 


in a combat sim. If you opt for expert controls 
and are carrying a full load of air-to-mud 
weapons, this warbird’s about as maneuver- 
able as a flying hippo. 

The game’s fully interactive cockpit layout 
can be quite intimidating for first-time flyers. 
A two-seat aircraft, the F-15 has seven differ- 
ent multi-purpose display screens split 
between the pilot and WSO, each capable of 
displaying 12 different operations. There are 
almost 100 individual button-presses to con- 
trol specific functions on these screens and on 


This bird packs a lot of heavy ordnance. 


the central Up Front Controls panel. The act 
of acquiring and launching a Maverick at a 
ground target is a lot more involved than just 
tapping the T key a few times and then hitting 
the fire button. Mastering the sophisticated 
APG-70 radar system is a full-time job in 
itself, which probably explains why the real 


F-15 comes with 
an extremely well- 
trained guy in the back 
seat (not included). 

There are also more than 150 indi- 
vidual keyboard commands that can 
be mapped to suit personal prefer- 
ences. All you rookie pilots can lift 
your jaws off the floor—there’s also 
an optional casual mode (which 
comes with its own 32-page manual) 
that offers arcade-style simplicity with far 
fewer key-presses. 

Graphically, F-15 is every bit as rich and 
detailed as Longbow 2, and the 3 million 
square miles of terrain looks just as good from 
100 feet as it does from 30K. 3D acceleration 
is supported through native 3Dfx as well as 
Direct3D, so the transparency effects and 
light-sourcing are also first-rate. The aircraft 
modeling is so well detailed, you can even 
observe the spinning wheels on your landing 
gear slow to a standstill as you lift off! The 
unaccelerated visuals come at the cost of a siz- 
able frame-rate hit—especially when you pull 
up the detailed Virtual Cockpit padlock views. 
F-15 also features top-notch sound, with some 
of the most frenzied and immersive radio chat- 
ter I’ve ever heard in a game. 

Although the two campaign theaters (Iraq 
1990 and Iran 2002) are partially scripted, 
they deliver a significant challenge and are 
anything but predictable. You also get multiple 
training exercises, a fully configurable instant- 
action mode, 15 scripted single missions, and 
a very powerful, intuitive mission builder. 
Multiplayer options include two-player 
modemyserial or eight-player LAN and Net 
match-ups, but unfortunately, head-to-head 
play’s all that’s available here—cooperative 
play has mysteriously been omitted. 

The game’s minor imperfections—a 
curiously forgiving landing model, sluggish 
low-speed nose-wheel steering, and an index- 
challenged manual—do little to detract from 
F-15’s wealth of features: amazing graphics, 
stimulating campaigns, superb AI, and the 
most impressive avionics suite and weapon- 
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By Andy Mahood 


FLY & DRIVE 


Uh-oh! Better get the owner’s manual. 


systems management modeling you'll ever 
find on a PC. [have a hunch that the reason 
Saddam called a truce is because someone 
sent him a beta copy of this Herculean sim. 


GAMEPLAY: 
GETTING STARTED: 


GRAPHICS: 
3D ACCELERATED: 


SOUND CHECK: 


MULTIPLAYER: ~~ 


DEVELOPER: 
PUBLISHER: 


Origin Systems 

Electronic Arts/Jane’s 
Combat Simulations 
800-245-4525 

Wes: WWw.origin.ea.com 

PLATFORM: Win 95 CD 

REQUIRES: P166, 16MB RAM, 75MB HD, 
2MB PCI graphics, 

4x CD-ROM drive 

P200, 32MB RAM, 660MB HD, 
3Dfx video card 

Street Price: $50 


RECOMMENDED: 


w Check out our Web site at www.pc 
Tl P S games.com for a more in-depth review 
of this exhaustively detailed game. ‘WY Complete all the 
training missions if you're serious about learning this 
sim. Impatient types who like to hop straight into 
a campaign are in for a rude awakening if they've 
selected expert controls and ace opponents. W There 
are a number of key-presses that aren't shown on the 
quick-reference card. The best way to learn them is to 
closely study the custom controls key-mapping menu 
or print out the f15keys.ini file from the game’s root 
directory. YW You can add a frame-rate counter to your 
HUD by opening the f15keys.ini file with a text editor 
and adding the following line: KEYSHIFT_F= 
DISPLAY_FPS. Once in the sim, hitting Shift-F 
will toggle it on and off. W Use the Pause key regu- 
larly! This is a two-person airplane, and no one can 
honestly expect you to perform Pilot and Wizzo 
functions simultaneously. 
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FLY & DRIVE 


hen Interstate ’76 first drove 
into our offices, I was one of the 
game’s biggest advocates. I’m 
from L.A., so guns and cars make a certain 
amount of sense to me. It wasn’t long before I 
discovered the lovely synergy of Dr. Radar 
homing-missiles and super-fast-firing 7.62mm 


machine guns in multiplayer matches. 
The Nitro Pack is a prequel, delivering 
six single-player scenarios for Taurus, five for 


New cars, new territory, same gameplay. 


men Interstate 76 Nitro Pack 


Swoosh! It’s gone 


Jade (the auto vigilante who meets her end in 
]-76’s intro scenes), and four for Skeeter. All are 
thematically linked, but there’s not much of a 
story. And there are no cut-scenes. 

The missions in I-76 seemed much harder to 
complete than the ones in Nitro, though maybe 
that’s because the original forced you into set 
vehicle and weapons selections. Nitro is totally 
free-form: you can choose any mount and 
weapons package. Using the Dr. Radars and 
the 7.62mms, I cleared out skads of bad guys 
in no time—to the point where I could get 
through the scenarios in a day. Of course, you 
can choose a more challenging loadout. 

You get 25 new multiplayer maps (including 
Capture the Flag and racing tracks), plus force- 
feedback functionality and full 3D support. 
There are also nine new vehicles—including 
a hearse, an ambulance, an army jeep, and an 
El Camino knock-off. Although you can run 
Nitro without owning I-76, if you have the 


original installed, it’ll be fully patched and 
updated. If you don’t already own I-76, 
you can get the latest version, plus Nitro, in 
the Interstate ’76 Arsenal. 

Those still playing I-76 online will want 


Nitro. But solo drivers probably won’t be play- 


ing very long. — George T: Chronis 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 


MULTIPLAYER: 


Activision 

800-477-3650 

Wes: www.activision.com 

PLATFORM: Win 95 CD 

REQuires: P100, 16MB RAM, 40MB HD, 
SVGA, 4x CD-ROM drive 

Recowmenveo: P166, 24MB RAM, 3D card 

Staeer Paice: $25 alone; $40 w/ I-76 Arsenal 


PUBLISHER: 


x 
O 
< 
oO. 
O 
o 
= 
= 
co 
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Itim@te Race began life bundled with 
PowerVR cards as the chipset’s poster 
game. It’s finally been released for 
3Dfx; but, annoyingly, there’s still no Direct3D 
support. And if you don’t have either 3Dfx or 
PowerVR acceleration, don’t bother. Unacceler- 
ated, this racer proved virtually unplayable 
even in low-res on a P200 MMX. 

With the hardware, URP is so close to best- 
ing Need for Speed II: SE, the reasons it doesn’t 
are even more grating. First off, the game 
focuses too heavily on multiplay and not 


Sere 


Nothing like speeding through the 
countryside at 100 miles an hour. 


Ultim@te Race Pro 


enough on single-play. There’s no championship 
mode—you race on a single track against either 
the clock or computer opponents. The game 
box claims 18 tracks, but there are actually 
only five. And only the Storming tracks are 
reversible; inexplicably, there’s no general 
reverse-track option. That amounts to mislead- 
ing advertising. Frankly, it’s outrageous. 

There’s a great lobby setup for Internet play, 
but no specific servers. The game’s due on 
Mplayer at some point—still TBA—and sup- 
ports LAN and modem, too. Ironically, a 
one-on-one TCP/IP game failed repeatedly 
during play-testing. It did play beautifully 
over Kali, though, and the Destruction Derby 
mode was incredibly entertaining. 

And the game is fun. It’s fast and has excel- 
lent control; its physics are an unrealistic blast; 
and its tracks are sadistically wrought with 
hairpin curves. You can customize your car’s 
attributes, and force-feedback support is well 
done. URP’s got slick, sharp graphics, though it 
does use an odd cross between fogging and 
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Read the review, not the box 


transparency for background draw-in, which 
is fine until you start noticing it. 

The sound effects are actually almost more 
impressive than the visuals. Add a subwoofer, 
and you apartment dwellers will be the bane of 
all your neighbors. As if you weren’t already. 

—Jason D’ Aprile 


GAMEPLAY: = -- 
GETTING STARTED: 


GRAPHICS: 
3D ACCELERATED: 


MULTIPLAYER: 


Kalisto Entertainment 
MicroProse 
800-879-7529 

Wes: Www.microprose.com 


DEVELOPER: 
PUBLISHER: 


ULTIM@TE RACE PRO 


Win 95 CD 

P133, 16MB RAM, 20MB HD, 
2x CD-ROM drive 

P166, 32MB RAM, PowerVR/ 
3Dfx card, 4x CD-ROM drive 
Street Price: $40 


PLATFORM: 
REQUIRES: 


RECOMMENDED: 


Mandate employs a smooth-scrolling, 16-bit 


An army vot devil- like 
creatures is ravaging — 
medieval Enroth; King 

Roland Ironfist is missing; 


1-9-9-8 
{ riya 


your party of four brave adventurers to quell 
uprisings, investigate a secret t temple- cult, | 
a cleanse the land of evil. eo S 
~ So begins Might and hea VI: The : 
adic of Heaven. Its been four years arriv- : 
- ing, but the long- -running M&M. system’s 
essence remains largely unchanged. Your party 


. ~ members mix brawn and spells, advancing 


~ through exploration, conversation, battle, and 
phone quests. Gold, experience, powerful 


_ weapons, potions, and magical devices help 2 
boost . 


But there’ve been a number oh important 


= _ modifications. The 1 most obvious st stares back 


oe Earoth n itself. Chace are he 2D eal 


color SVGA terrain in true 3D, 


Mindsuckers en route to say hello. 


The new individualized inventory items are a 
~ thing of joy, and you can right-click on any- 
| tine to get some “history,” which adds to the 
flavor. All of Enroth’s cities are nicely character- 
ized, too. Buildings look great from a distance, 
although the sprites applied to polygonal struc- 
tures lose charm when viewed up close. 

-Mandate’s humanoid foes move and emote 
like vacant-faced zombies—which would be 


Tense i 


fine ' they re ae 
instead of archers, druids, 


his son Nicolai is too young” 
to rule; the Council i is para- 
lyzed by factionalism. Some say that divine _ 
approval, the Mandate of Heaven, has been _ 
withdrawn from the royal family. It’s up to 


_— monsters. t FOE instance ne 


ihe west oe an hike ignoring a a ramp 
several feet to the east that leads upward. You 
can fight your battles in the old phased-turn — 
__ system, which takes into account such vari- 
ables as speed, armor encumbrance, weapon 
| weight—or switch to real-time mode. 


far-reaching than its combat tweaks. Each 


IT 


dwarves, and so on. By contrast, 
Enroth’s dungeons—caverns, tem- 
ples, fortresses, lairs, strongholds, 
sewers, halls, castles, mines, and _ _ 


more—possess a far greater vari- 
ety of texture and atmosphere : 
than — did before. 


badly es a the Pe 
dungeons clearly baffle melee- 


se - Gather the hest, sell the rest. 


(more than half optional) and a spectrum of 


-free- foes Selgin You c: can n pursue many 
alternate courses of action with equal success, 
ensuring a high level of replayability. ; 
~ Enroth has its quirks, but it’s definitel ya an 
- exciting, varied, and well-designed place to live. 
Mandate’s new skills-subset is more : : : _ , 


GAMEPLAY: A- 


character starts with 4 out of more than 30 SP GETTING STARTED: A 
skills. If your Knight knows Swordfighting 6) GRAPHICS: B+ 
but not Axes, he’ll have to pay a teacher to ro) SOUND CHECK: B 
learn. More experience will enable him to < 
train and earn seven points to improve =3 MULTIPLAYER: [W/A 
skill ranks. Adventurers should also seek | > anita au a 
out special teachers who'll grant them m 
Expert and Master skill levels. mm ~=—sDevetorern: +~=9=New World Computing 
W/; mem = PUBLISHER: 3D0 
With more than 30 skills and a rc ee 
party of four, you must examine your = Wee: www.3do.com 
; PLATFORM: Win 95 CD 
skill choices wisely. More than 90 magic Reuss: 100, 16MB RAM, 170MB HD. 


spells have been divided up among nine 
separate guilds, each with its own associ- 
ated skill. Miscellaneous skills involve 
disarming traps, repairing broken items, 
and such. 


4x CD-ROM drive 
Recommenoes:; P166, 32MB RAM, D3D 
Street Price: $50 


W Chests, herbs, and barrels of liquid 
Tl PS in the external world will refill, so re- 
check the same environment periodically. Monsters 
will repopulate both external areas and dungeons 
over time. W Try to take out all opponents at a dis- 
tance with magic and ranged weapons. Many foes 
have special melee attacks, like gargoyles who 
paralyze and dwarves who break armor. W Get a 
character trained as a Master in Water Magic 
(requires 12 skill ranks). Not only does it furnish some 
fine ranged magic attacks, it also provides the game's 
two transportation spells—Lloyd’s Beacon and 
Town Portal—at full power. W As soon as you hear 
the cries of enemies or the whiz of arrows, hit Enter to 
move into phased mode and look around. You'll live 
a lot longer. W Keep a Wizard's Eye spell going at 
all times when you're exploring. It will alert you to 
the presence of enemies zeroing in on you. 


One way to supplement your party 
skills is to hire a pair of NPCs. There’s 
usually a fee attached, and they won’t fight for 
you in a battle. But each brings a skill worth 
having—from instant item-repair to spell 
power-boosts to removing all negative party 
conditions (paralyzed, dead, insane, etc.) 
once a day. 

Mandate remains faithful to the guiding 
principle behind this series: Never let anything 
get in the way of the fun. Over 100 quests 
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| SIMULATION | 


a re not on n your own. oo 
Just like in the original same, you're foubad 
-in direct command of a four-vehicle M1 tank © 
platoon, and you’re capable of viewing 
and commanding these units from either 


A Soviet-built HIND gunship 


a top-down strategic map or a 3D perspec- 
tive, operating within any of the four tanks. 
Additional tanks, infantry fighting vehicles 
(IFVs), artillery, air-defense units, and air 
support are also available—though some, 
none, or all of these units may be present 
depending upon the scenario conditions. 
Although four soldiers crew each tank, you 
can switch only between the commander’s 
and gunner’s positions—the driver’s and 
loader’s positions are handled by the computer. 
Eleven single-player missions are meant to 
show the full range of attacking and defensive 


A well-coordinated mechanized attack. 
Infantry advance on foot. 


modules (there’ s also a an. impres- 


sive multimedia tour of the 


M1A2 Abrams), and the online 
War College provides intelligence 
briefings on all the theaters of 


action portrayed. 


Five dynamically generated campaign — 


- games span from three to twelve inter- 


linked battles. Follow-on missions are based 
upon your overall success or failure—depen- 
dent on the number of objectives fulfilled 


_and number of casualties. Promotion and 


decoration—which track the rank and 
progress of each crewman within your 
tank platoon—are again used to maintain 
a fluid involvement with the crew. 

IFVs and their crews now play a much 
more vital role, disgorging soldiers that can 
scout ahead, hold a position, protect the 
flanks, and generally add their telling fire- 
power to support the main body. Airpower 
behaves realistically—helicopters loiter 
behind tree lines or other obstacles, 
unmasking just long enough to unleash a 
salvo of anti-tank missiles. Ground-attack 
aircraft, such as the A-10 Thunderbolt and 
Su-25 Sturmovik, use actual nap-of-the-earth 
tactics. Ground units, too, attempt to follow 
standard operating procedure to help mask 
their whereabouts. 

Visually, M1 Tank Platoon II is unsurpassed, 
marrying photorealistic cockpit interiors, highly 
detailed vehicle exteriors, and sumptuously 
rendered terrain—complete with trees and 
buildings—to create the ultimate 3D battlefield 
experience, even without acceleration. The new 
mouse-driven interface is a godsend, dispensing 
with the archaic keyboard reference chart. 

However, minor annoyances still exist. Phase 
lines, routinely referred to during intelligence 
briefings, are never clearly delineated on the 
Inter-Vehicle Information System (IVIS). And 
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The M1A2’s Commander's Int mi 
Viewer (CITV) lets you search for prey regardless of 


“the after-action report provides a full accoun 


which way your turret’s facing. | 


of friendly losses, but never the enemy’s. [also _ 
found it difficult to discern the high ground on : 
the IVIS. At press time, a patch was already | 
in the works to fix a number of these issues. ee 
All things considered, though, M1 Tank — 

Platoon II paints a vivid and enduring portrait 
of the modern battlefield, combining incredi- 
ble realism, tantalizing graphics, and intense 
gameplay to create what is probably the most 
compelling armored-warfare sim ever. 


GAMEPLAY: 
GETTING STARTED: 


GRAPHICS: 
3D ACCELERATED: A 


SOUND CHECK: 


MULTIPLAYER: B+ 


MicroProse 

800-879-7529 

Wes: Wwww.microprose.com 

PLATFORM: Win 95 CD 

REQUIRES: P133, 16MB RAM, 200 MB HD, 
SVGA, 4x CD-ROM drive, 
joystick 

Recommended: P200, 32MB RAM, 3Dfx card 

Street Price: $50 


PUBLISHER: 


M1 TANK PLATOON II 


¥Y Refrain from employing all your 

off-board artillery and air support at 
the first sign of trouble. Instead, strive to keep 
at least one battery or air mission on call in 
case the enemy puts in an unexpected appear- 
ance elsewhere along the front. W On the attack, 
practice bounding overwatch tactics, whereby 
one platoon advances toward Its objective while 
a second stands off and provides supporting fire. 
Once the first platoon reaches its objective, have 
the units reverse roles. 


eet 


By Daniel Morris 


Triple Play 99 


Triple Play opens up the front office 


he standard evolution of any EA Sports 

series: (1) Start out with a great ar- 

cade-style sports game. (2) Milk it 
for a few years. (3) Finally get around to 
adding the simulation package that fans and 
critics clamor for. 

It can be a slow process. Happily, TP99 takes 
not just a step but a big leap toward satisfying 
hardcore baseball fans hoping to get a Tommy 
Lasorda-style sim package to go along with EA’s 
undisputed superior on-field fun factor. 

From the very beginning, I could tell the 
difference. Last year’s goofy, schlocky menus 
that betrayed the arcade flavor have been 
overhauled. The feel now is much more aus- 
tere and controlled—a welcome step away 
from the supercharged Fox-style techno- 
hoopla we see in so much sports presenta- 
tion these days. 


The fielder’s-assist circle spreading over 
home plate is a bad sign for Mike Piazza— 
he just popped straight up. 


The biggest addition to the sim package is 
a points system for trading and drafting. 
Every player is rated, and each team has the 
same “bank” of points at the start of the 
year. Trading with other teams or signing 
free agents requires balancing points, which 
makes the job of general management much 
more interesting than simply swapping guys 
in the trade screen. 

For example, a superstar like Barry Bonds 
is worth a ton of points, while a marginal tal- 
ent like Danny Darwin (sorry, Danny) goes 


po dee much less. FIFA 98: RTWC’s soccer trans- 


fer system uses a similar sim package—you 
trade who you can within the limits set by the 
player: Vv ues and the total see available 


The system isn’t a perfect simulation by 
any means, but in its simplicity, it’s actu- 
ally very balanced. Given that computer 
Al is a long way away from accurately 
simulating a smart G.M., the points sys- 
tem serves as a very useful stand-in. 

The overhaul of the league’s stadiums— 
including the addition of the Arizona and 
Tampa Bay ballparks—is TP’s most notice- 
able graphical improvement. The staggering 
visual authenticity of these stadiums creates 
a lasting feeling that you’re 
‘ playing Major League 
Baseball. The individual 
faces and stances of each 
player are so faithfully 

rendered, I’m almost 
tempted to lambast 
EA for an unreasonable 
_ attention to detail. 
Some of last year’s 
» graphical hitches 
\ still pop up— 
‘\ occasionally 
hiccupy 


Bringing the heater. 


ments, the odd unconvincing motion-capture. 
But considering the rich and attractive 3Dfx- 
boosted graphics, there’s really no cause for 
complaint. The knocks TP98 received for 
unrealistic gameplay remain partially unad- 
dressed, too: scores get rung up pretty quickly. 
TP99 is set up for online head-to-head 

play over EA SportsNet, the matchmaking 
server that’s met with mixed results in other 
titles. My games over SportsNet seemed to 


run fine despite some occasional stutter and __ 
2 lag, but bugs have been oe as a 5 .—llCroaOxX 


With 3Dfx, TP 99’s players and 
ballparks look brilliant. 


home-run hit on one screen being recorded 
as a base hit by the opponent. That’s not a 
good thing. 

In the end, though, ball fans looking for a 
fun and visually superior baseball game can’t 
do any better than Triple Play 99. Its steps 
toward a fulfilling sim-mode are very promis- 
ing, and its on-field action is far and away the 
most engaging on the PC. 


GRAPHICS: 
3D ACCELERATED: 


MULTIPLAYER: 


Substance plus improved << r 
the bar further. 


TRIPLE PLAY 99 


PUBLISHER: EA Sports 
800-245-4525 
Wes: www.easports.com 
PLATFORM: Win 95 CD 
REQUIRES: P75, 16MB RAM, 63MB HD, 
2x CD-ROM drive 
RecommenveoD: P133, 3Dfx card 


Street Price: $50 


v Take your stadium into account when 
you make roster decisions. If you play in 
a small home-run park, invest bank points in sluggers. 
If you play in a pitcher's cavern, stock your mound. 
v Remember that the computer pitcher does walk 
people occasionally. An eagerness to swing away at 
the first pitch can hurt you, because he'll throw out of 
the zone until you demonstrate patience. It’s usually 
not too hard to get ahead in the count if you're patient 
and observant. W Be liberal when pulling the trigger on 
steals. Even marginally speedy guys can swipe bases 
more often than not. 'W Fewer clients, less money. 
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know the feeling. It sets in around the 5th or 6th pot. It's a bit 
beyond the traditional adrenaline rush. Well, that's what it feels like 
when you get to the 5th and 6th cylinders in Dead Reckoning. 
And with 9 more cylinders left to conquer, each featuring a more 
challenging alien opponent than the last, you'll be wired for days. 


So don't put your plans for universal domination on the backburner. 
Check out the Dead Reckoning web site at www.deadreck.com now 
and look for this addictive game to hit store shelves near you soon. 


Dead Reckoning is massive multi-player fun to the last drop 


Me err een ee ee 
ie eee 


RR Ane Nett 


Customize your gar 1e. 
ships and opponents 


cet 


e Battle other players via internet, modem, IPX or 
direct connection ee 


Designed to take full advantage of 3D c 
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Join EarthLink Network 


: F 
| AOL FREE ff) 


HERE’S YOUR CHANCE TO GET OUT OF AOL FREE. 

Switch to EarthLink and get your email, news, stock quotes, sports scores, entertainment, shopping, chat, and an 
instant messaging program—all the things people like about AOL—without the busy signals, failed connections, junk 
mail, lost mail, and endless commercial messages you're forced to click NO THANKS to. And we're still just $19.95 


per month for unlimited access. Playing the Internet game should be fun! So, what are you waiting for? 


784-8 2 6 5 


FOR JUST $19.95 PER MONTH, YOU GET: 


i =m Ya ft 


Unlimited Internet usage Complete software for Free 6MB Web site 

Nationwide access Windows and Mac Free Internet user guide 

Over 1,300 local dialup #'s Personal Start Page™ Bi-monthly newsletter 

Choice of browsers Email Toll-free 24-hour help Seieeniber 5 1997 


Internet Access Provider 


or visit us at: 


www.earthlink.net/quitaol/ It's your Internet.” 


First Class 
Award 


©1998 EarthLink Network, Inc. Trademarks are the property of their February 1998 
respective owners.All rights reserved. Internet Service Provider 


The Golf Pro 


0, it’s not the guy your wife ran off 
Ame with. The Golf Pro is Empire Inter- 
Mm WS active’s valiant attempt to compete 
head-on with Links LS, the widely acknowl- 
edged champion of the crowded PC golfing 
market. This debut offering isn’t without 
flaws, but Access Software needs to take note. 

The first thing you notice about this four-CD 
game is its splendid, detailed courses. The Gary 
Player—designed Hilton Head and Nicklaus- 
created St. Mellion look astounding; they have 
a soft and natural feel. 

Of course, the graphics aren’t what’s fueling 
the hype machine; that’d be the mouseswing. 
Using the mouse to mime a horizontal stroke 
and shape a “real” golf swing on your mouse 
pad, you'll learn to shape shots, fades, draws, 
lobs, and putts with the same sweeping 
motion of a real golf club. 

Three years in development, Golf Pro is 
banking so heavily on its mouseswing feature 


that a traditional click-meter swing isn’t even 
an option. I’ve spent hundreds of hours playing 


2mph “| 


Women and lefties can get in on the act 
through the player-creation feature. 


Proof that the mouseswing can 
be conquered—a brilliant approach- 
shot sticks the pin. 


every major golf title of the last few 
years, but even I was nervous about 
not having a three-click safety net. 

Gary Player’s video tutorial holds 
your hand through the initially frus- 
trating lessons, when you can’t even 
get the ball off the ground. As you 
ease into the rhythm, the horizontal 
motion of Golf Pro’s mouseswing 
becomes much more natural than 
the backward-to-forward mous- 
eswing of FPS: Golf. 

After a lot of play (because, to be 
honest, the learning curve is about as 
steep as the one over at the driving 
range), you begin to develop a consistent 
stroke and can finally take to the competitive 
golf. Here’s where you'll find what’s missing 
from Golf Pro. 

First of all, there are no computer oppo- 
nents. If you’re without human opponents, 
your only competitive option is to load in a 
recording of a classic golf round and try to 
beat the score. There is, however, head-to- 
head, network, and online play: the Empire 
server’s up and running a matchmaking 
service at Www.mousedrive.com. 

Then there’s the commentary voice, which 
sounds eerily like the HAL 9000 computer. 
“That’s rather.short” and “I’m afraid you’re 
not quite on the green” start to sound like 
homicidal threats before long. Get a new 
announcer next time, guys. 

There’s also no rendering in the engine, 
so gameplay is almost never centered on the 
golfer. Instead, the game places you some- 
where in the frame depending on the ball 
lie—and you have to gauge the shot from 
wherever you are. When you’re in a strange 
spot, like 50 feet away from the camera and 
facing it, this can drive you crazy. 

The subtle wiggles, bounces, and rolls of 
Links’ golf-ball physics won’t be found here, 
either. Golf Pro’s physics are perfectly service- 
able, with the ball being minutely affected by 
the lie of the land, for example. But they don’t 
give Golf Pro that living, breathing quality 
that makes Links so addictive. 

Empire has ambitious plans for this game. 
Course expansions and online tournaments 
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You’re almost always thinking too soft when 
putting. Learn to lay into it a bit more, or you'll 


keep coming up short. 


are in the works right now, and the handicap- 
ping system to better match online opponents 
will save a lot of grief. It’s hard to recommend 
Golf Pro over Links LS ’98 as a total package, 
though...at least, not yet. 

Still, Empire has a creative, realistic shot- 
making system on its hands, and if it builds 
this brilliant feature into a fuller and richer 
game, The Golf Pro could be at the top of 
the PC leader board in subsequent releases. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS : 


SOUND CHECK: OVERALL 


MULTIPLAYER: 


Great graphics and shotmaking, 
disappointingly shallow. I ot 
The Golf Pro 2. 


THE GOLF PRO 


Empire Interactive 
800-216-9706 
Wwww.empire-us.com 
Win 95 CD 


P75, 16MB RAM, 140MB HD, 
2x CD-ROM drive 

P133, 32MB RAM, 

4x CD-ROM drive 

$50 


Hit through the ball. This can’t be 
| stressed enough. Keep swinging 

through the shot until you've come to rest on the end 
of the swing. W Pitch shots are best accomplished 
with short strokes to create the high arc and slow roll 
of a good green approach. W A golf swing hinges on 
a subtle pause at the top of the backswing before the 
release. Develop this hitch with your mouseswing. 

Trust the subtlety of the swing system to shape 
draws and fades. Exaggerated movements only mess 
you up. Do it subtly. 


1-9 5 8 5 Cavedog’s Total Annihila- 
= tion expansion pack lives 


3] he up to its billing: it delivers a 


ay 
GAMES 


multiplayer maps, 25 single- 
_ player missions, and the - 


company’s proprietary map and mission editor. 


And it delivers it all in spades...as long as you 


have the hard-drive space and a beefy system. 


manner of energy- and 


weapons of mass destruction. 


_ The new units, with a couple of exceptions, 


are interesting additions. The Arm Maverick 
(Core equivalent: Morty) is a heavily armored 
Level 2 Kbot that pumps out the destruction 
_ with John Woo-style double-fisted 
aplomb. There are excellent seaplanes, 
- mine layers (with six types of cloak- 
able mines, including nuclear), a _ 
on range of hovercraft (scout, 


tank, and rocket 
launcher), decoy 
Commanders, and all 


metal-producing goodness. 
And then there are the 


The Core Buzzsaw (Arm 
Vulcan) is a machine- 
gun Big Bertha capa- 
ble of destroying a 
well-defended base in seconds. Couple it with 
the Advanced Targeting unit and watch all 
those enemy radar-blips disappear. 

But the centerpiece is unquestionably 
Krogoth, a behemoth Core unit (no Arm 
equivalent) toting four weapon systems. He’s 
sort of the Godzilla of TA, romping over every- 
thing in his path—except the Commander’s 


Pop-up laser towers, Sumes, and 
Hovertanks make a fine defense for the 
| Mojo Metal Maker. 


whopping 75 new units, 50 


ore Contingenc 


ie carnage continues 


D-gun. The “bonus” 25th mission is you vs. 
him (and his friends)—and it’s an especially 
difficult challenge on a huge map, not to be 
accepted until you’re very, very competent at 
commanding the Arm. 

As you’d expect, the single-player missions 
are tough. The story revolves around the 
Core’s contingency plan, which placed another 
Commander in another solar system, just in 
case they got their butt kicked in the original 

TA. He’s developing an implosion device 
that'll end the world as we know it, and 
it’s your job to stop him if you’re Arm, 
-. or stop Arm if you’re Core. 

; The forgettable plot employs a 
couple cheesy devices. For exam- 
ple, after you’ve spent the 
first six Arm missions 


=< " 


capturing a Beacon, 
the narrative before Mission 7 
informs you that Core sent in 
disguised units and stole it 
back. It’s not exactly in keep- 
ing with Core’s “brute force 
over brains” mythology, but 
so It goes. 
You start in an all-water world, 
progress to a “Lusch” world where hov- 
ercraft are a must, traverse a rock world 
shaken by earthquakes, and end on chilly ice 
floes. It’s a fun and challenging journey (at 
medium difficulty, it took about an hour and 
a half per mission—errr, not counting restarts), 
but the real kick comes in multiplay (and skir- 
mish-mode, Al-simulated multiplay). Think of 
the missions as a multiplayer warm-up. 

The new units and weapons, especially the 
mass-destruction ones, add a lot of spice to 
TA’s mid- and late-game stew. And Core now 
has units equivalent to those Arm players down- 
loaded from Cavedog’s Web site months ago 
(in particular, the Cloaking Fusion Reactor and 
Mojo Metal Maker). 

There are also a lot of nice multiplayer 
refinements, such as the ability to assign a fac- 
tory to a group—so that all units produced by 
the factory will automatically be in the Alt-1 
group, for example. 

And the 50 new multiplayer maps (Crystal 
World and Urban World maps are added to the 
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TA: CORE CONTINGENCY 


‘By Willem Knibbe 


RAE TAD eee 


The Vulcan rips up an Urban World base. 


four worlds above) offer something for 
everyone—from the naval commander crav- 
ing a 30-by-30-screen fleet battle to the 
rush or Bertha specialist who loves a good 
7-by-4-screen rumble. 

With its 3D units, fantastical explosions, 
real-world physics, and complete-carnage 
attitude, TA set a new standard for real- 
time strategy games. Core Contingency con- 
tinues that legacy. 


GAMEPLAY: {3 + 
GETTING STARTED: /A 
GRAPHICS: A- 
SOUND CHECK: |S 


MULTIPLAYER: A~ 


PUBLISHER: Cavedog Entertainment 

888-477-9369 

Wes: www.cavedog.com 

PLATFORM: Win 95 CD 

REQUIRES: P100, 32MB RAM, 284MB HD, 
VGA 256-color, 4x CD-ROM 
drive, Total Annihilation 

Recommenpen: P200, 64MB, 600MB HD 

Street Price: $28 


© Inthe Krogoth mission, build Spiders. 
Use them to freeze attacking Krogoths, 
then march the Commander over there to capture the 
behemoths. ¥ In Lusch worlds, use the Commander's 
D-Gun to quickly clear an area so you have space 
to make your base. The first shot will set the trees 
on fire. The second shot will remove their charred 
remains. © Advanced radar towers have just about 
the same range as Berthas/Intimidators and the 
new Vulcan/Buzzsaw. Build radar before making 
the long-range cannons to ensure you can reach 
the intended target. 


TIPS 


Click, click, click...yawn 


tar Wars: Rebellion 


STRATEGY 


By George T. Chronis 


hen LucasArts announced 
Star Wars: Rebellion, 
I couldn’t resist the 
concept of diving into a full-on 
strategy game based in the Star 
Wars universe. But after devoting } 
close to two weeks guiding the 
Galactic Empire to victory, I 
can say with certainty that 
Rebellion offers nothing more than a real-time 
skew to the traditional space-conquest strat- 
egy genre. Sure, the opening title and end- 
ing victory scenes are wonderful, the musical 
interludes rhapsodic and engaging, and the 
sound effects many and effectively applied. 
But then there’s the rest of the game. 

I'll wager that the MOO crowd will dis- 
agree with me, but endless switching between 
resource, troop, starship, and personnel win- 
dows is not fun in and of itself—especially 
when you’re clicking away in an unintuitive 
interface. And the real-time fleet-battle inter- 
face is a joke. 

Rebellion’s approach is tried, true, and 
tired. You choose either the Empire or 
Rebellion and set the number of star systems 
to battle over. Replay value lies in varying 
where core systems are placed in subsequent 
games. The Empire controls some, the Rebels 
control some others, and the rest of the core 
systems of the Old Republic are neutral. As an 


5 let eet 


e 
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Soon your interface is cluttered with 


resource-management, planetary-system, 
fleet, and personnel-management 
windows—all yelling for attention. 


Imperial (or Rebel) governor, you must man- 
age mining and refinery resources on the 
worlds you control and have your agents 


use diplomacy to 
» sway the non- 
aligned worlds. 

Diplomacy is 
cheaper than 

} violence and 

| quite effective 

early on. Default 

victory conditions 

include conquest, capturing the 
other side’s primary agents, and 
destroying headquarters facili- 
ties—although you can narrow 
the conditions to your liking. 

Agents (55 in all) are primary and sec- 
ondary characters from the films, the most 
notable including the Emperor and Darth 

Vader (Governor Tarkin is conspicuously 

absent) on the Imperial side and Luke, Han, 

and Leia for the Rebels. In addition to diplo- 
macy, each agent has different skill sets, 
including researching new ship, facilities, or 
troop technology. Others are just good at espi- 
onage or combat. In the case of Vader, he can 
recruit Force-aware agents, who have greater 
leadership skills. If Luke’s Force skills are 
enhanced during the course of the game (by 
successfully escaping an Imperial hit squad or 
winning starship/starfighter battles), he can 
do the same for the Rebels. 

Imperial and Rebel command windows 
have similar controls with cosmetic 
differences. I chose the Imperial side 
because I couldn’t bear the thought of 
enduring C3PO’s constant blathering. 
At least the Imperial bot, who gives 
instructions and direction, is a new 
character with a pleasingly sinister 
demeanor. Yes, I could have turned 
C3PO off, but in a game this sprawl- 
ing, the audible alerts are useful. 

Once | got the resource-management 
interface down, Rebellion was actually 
fun for a couple of days. But that feeling 

of accomplishment soon gave way to dreary 

sessions that droned on for hours because of 
the resource minutiae. All that doesn’t take into 
account the time and effort it takes to manage 
fleets and send all this junk into battle. I can’t 
imagine playing Rebellion with more than the 


July/August 1998 » PC GAMES 
123 


+ 


= ea 
ike van amen NS 
Unlike the real-time battle window, 
the victory picture is pretty. 


base 100 planetary systems enabled, but you 
can play with 150 or 200 systems if you dare. 
Neither can I imagine when I could possibly 
finish a head-to-head multiplayer game. True, 
these two-player matches can be saved, but a 
match could conceivably go on for years, since 
getting rid of a person is much more difficult 
and time-consuming than getting rid of your 
trusty computer AI. The sheer scope of the 
game could keep you lost for months, but for 
me, it was tiresome and monotonous. 


GAMEPLAY: C 
GETTING STARTED: B= 
GRAPHICS: C= 
SOUND CHECK: 8 


MULTIPLAYER: C - 


LucasArts 

888-532-4263 

Wes: www.lucasarts.com 

PLATFORM: Win 95 CD 

REQuIRES: P90, 16MB RAM, 53MB HD, 
4x CD-ROM drive 

Recommenoeo: P120, 32MB RAM, 110MB HD 

Street Price: $50 


PUBLISHER: 


STAR WARS: REBELLION 


Y Keep your diplomats on the job. If 
they don't succeed initially, a second or 
third attempt is often successful. W Orbital bombard- 
ments are a great way to eliminate ground troops. 
But don't use this tactic until you have control of all 
neutral worlds. Nonaligned governments regard 
orbital bombardments as vile enough to push them 
into joining the Rebellion. W TIE Defenders are sup- 
posedly more advanced, but TIE Interceptors get the 
job done with fewer losses. W Forget the cheesy 
real-time fleet-battle interface; let the computer tally 
up the battles. 


TIPS 


t’s a given that an expansion — 
pack will be a lot like the parent game, 

but Rise of the Shadowhand and Dark 
Reign are especially close. They seem to have 
been assembled with much the same philoso- 


ROTS ission editor. 
phy—and the results, while hardly ground- 
breaking, are likely to appeal to graduates of 
the original game. 

Dark Reign was a C&C copycat, to be sure, 
but it was a good copycat, whose designers had 


‘ 
a 


omes with an improved m 


a fine eye for detail. That’s carried over 
into Shadowhand, where, using the new 


 Terraformer units, you can build roads (a nod 


to games like Enemy Nations), clear forests, 


-and create swamps. 


In addition, I rather liked the use of animals— 
the ferocious Gant and Grendel—as rogue 
elements, and units (like the Ranger) that can 
control them. These are details appropriate to 
the inhospitable planet. 

The 14 single-player missions are split 
evenly between the two factions and are built 


around the Freedom Guard’s discovery of a 


base for the Imperium’s secret police. They’re 
also more difficult. The first Freedom Guard 
outing pits you against a rigorous time limit, 
and the initial Imperium excursion sends you 
up the jungle maze without a radar. You'll also 
find a DR total conversion, along with a whole 


raft of multiplayer maps and improved tools 


that allow you to create your own. 


SHADOWHAND 


The downside: ROTS shows how 2D real- 


time strategy games seem to be losing their 
appeal. And, unlike DR, it has a tendency to 


pause in places. But if you liked DR, you'll © 


Bark Reig: is ofthe Stadowhan 


More of the same—only different 


probably enjoy this add-on. —Peter Olafson — 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 

SOUND CHECK: 


MULTIPLAYER: 


Activision 

800-477-3650 
www.activision.com 

Win 95 CD 

P90, 16MB RAM, 50MB HD, 
2x CD-ROM drive, Dark Reign 
P133, 32MB RAM, 

4x CD-ROM drive, 28.8 modem 
$30 


PUBLISHER: 
Wes: 
PLATFORM: 
REQuires: 


RECOMMENDED: 


STREET PRICE: 


The Great Battles of Caesar 


ulius Caesar is considered the greatest 

general of European antiquity, and in 

this newest installment in the Great 
Battles series, you play nine scenarios re-creating 
his most ambitious military adventures. Each 
has its own unique victory conditions, and you 
can choose sides, play against the computer or 


a 


surrounding units look bored. 


another player (over LAN and modem), and 
reset route levels and unit predeployment. 
Otherwise, your options are fixed. 

As with the earlier Battles games, Caesar fea- 
tures specific leader units that perform a limited 


number of directive “actions” (unit movement, 
shock combat, rallying, missile volley) per turn. 
Combat occurs in melee or via missile volleys 
and takes into account which direction your 
unit is facing, reaction fire, and terrain. 

Caesar’s enemy AI is excellent. In fact, 
the game randomly applies AI with differing 
degrees of aggression to many scenarios, so 
replaying scenarios with the computer may 
yield surprises. 

On the other hand, Caesar’s graphics on the 
battlefield are conceptually unimaginative and 
lacking in detail. Animation is jerky, repetitive, 
and of generally poor quality. 

The in-game help is a prime example of 
missed opportunity. It’s confined to general, 
if scholarly, comments on unit types and bat- 
tles. You'll look in vain for extensive discus- 
sions of weaponry, geography, logistics, or 
military government. The in-game tutorial is 
good, but its instructions can’t be followed 
while it’s onscreen. 

No doubt these issues are linked to Caesar’s 
remarkably inefficient engine. On a P166 
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I came, I saw, I left 


with 16MB of RAM, it takes me more than a 
minute to load even the simplest scenario, with 
results that don’t justify the effort. 
“Caesar, always prompt to act, believed 
nothing had been done while anything was 
left to be done,” wrote the poet Lucan. If he 
was right, the first emperor of the Romans 
would’ve never allowed I-Magic to release 


this game in its current state.— Barry Brenesal 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 

SOUND CHECK: 


CAESAR 


MULTIPLAYER: 


PUBLISHER: Interactive Magic 
800-789-1534 
Www.imagicgames.com 
Win 95 CD 

P90, 16MB RAM, 

2x CD-ROM drive 

P200, 32MB RAM 

$40 


We: 
PLATFORM: 
REQUIRES: 


RECOMMENDED: 
STREET PRICE: 


¢ Unique race tracks’f 
° uu Unusual, vehi 


aic cles i fénoler trucks to jungle ia 


° Funky ‘smooth: -scrolling overhead race view. 
_* Gorgeous rendered graphics.” 
<= ~~ * Two playef split-screen mode. ~~ 
ss ¢ Race up to five friends on an IPX Network. 
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j he original version of Battlecruiser 
3000AD, released prematurely by 

Mm Take 2, wasn’t a bad game. It was an 
unplayable game. Anything that crashes that 
often should have a test dummy in it. 

But you have to hand it to designer 
Derek Smart: he is tenacious. He patched 
and repatched BC3K until it was stable and 
the nonfunctional features functioned. He 
wrote a proper manual to replace the bewil- 
dering pamphlet that shipped with the game. 
And earlier this year, he released the final DOS 
version of his space-opera free of charge (and 
it’s on this month’s CD-ROM). 

And, y’know, it’s not bad. A little time 
invested in digesting the manual and in the 
game’s recesses reveals Battlecruiser as, essen- 
tially, StarFleet 3D. We’ve always had to settle 
for being a hired hand in this sort of sim; but 


Battlecruiser 3000AD 


Battlecruiser puts you in the command chair 
of a giant warship with intimate control 
over...well, very nearly everything one could 
wish for: interceptors, shuttles, tractor beams, 
probes, crew assignments, and more. 

The graphics haven’t stood up particularly 
well, and the interface seems counterintuitive 
in some places. (What I wouldn’t have given 
for online, context-sensitive help!) Neverthe- 
less, I can feel myself just beginning to get 
sucked in. And it hasn’t crashed even once. 
(3000AD; www.bc3000ad.com; free) 


Core Design and Lara Croft have 
finally gotten around to wrapping 
up Unfinished Business. Tomb 
Raider Gold sends last year’s virtual 
“it” girl through the original game 
plus four new levels—two from that 
would-be data disc (set in Atlantis 
and conceived as an alternate TR 
ending) and two in the now-water- 
logged ruins of Khamoon. 

It’s always nice to get more of a 
good game, and TR Gold is even 
more than it first appears, as you also get a 
screen saver, calendar, and desktop theme. 
While this pack includes the full game, these 
add-ons—also available as a free download— 
don’t often exhibit the exhilarating spectacles 
of Tomb Raider; but they’re singularly clever 
in construction (in the rugged style of the first 
game) and significantly tougher to complete. 
(Eidos; www.tombraider.com; $30) 

I can’t think of a game as heedlessly, help- 
lessly joyful as Rayman. This jolly side-scroller 
is one of a handful of games that can actually 
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Tomb Raider Gold 


é «| | | | S By Peter Olafson 


——/I 


lighten my heart through the playing. (The lit- 
tle guy endures all sorts of abuse with a grin.) 
That’s only a good thing, and Rayman Gold is 
more of a good thing, It adds 24 levels, with 
more to be found on a level-specific Web site 
and more still to be made with the built-in 
tools. And it left me feeling happy (except for 
the bumpy installation). (Ubi Soft; www.ubi 
soft.com; $40) 

“Rally” road races have always seemed 
to be more a European phenomenon than 
an American one, but Virgin’s recent Race 
Pack bundle should encourage converts. 
While the handling’s a bit too slippery in the 
Sega Rally-like Screamer 2, the vistas are 
delightful (check out that stormy English 
sky) and the vibe oh-so-carefree. 

And Rally Championship is simply one 
of the most pleasant surprises I’ve ever expe- 
rienced in a racing game: Apart from great 
graphics, speed, and handling, it’s got a won- 
derful sense of bigness about it that put 
me squarely in the driver’s seat. (Virgin; 
www.vie.com; $25) 


oo more in icche pine nak te signed gine dant ss 


Nuclear Winter, Created by the guys behind 
Suckin’ Grits, this sunny adventure finds Duke 
wearing sandals and carrying a squirt gun, his 
enemies in sunglasses and Hawaiian shirts, 
and pipebombs turning into pineapples. Fun, 
funny, and fairly challenging. (WizardWorks; 
www.wizworks.com; $15) B + 

The first commercial add-on for Quake II 
(not id-sanctioned) profits from a sense of 
place and darkly glimmering textures. How- 
ever, many of the levels in Juggernaut: The 


New Story—26 in all—feel small, simple, and | 


obvious in solution. They do get ea 


__ better as you dip into the game, but the first 
_ challenging one is also the slowest. ( Head 


eS Games; wwv 


3 the 38 % Wing vs. TIE Fighter scenarios in 


rw.headgames.net; $25) C+ 


ae “Advanced Tactical Missions harbor some fre- 


. oss ee battles, but this third-party mission 


~ Advanced Tactical Missions 


pack lacks the polish and detail (not to mention 


- good grammar) of LucasArts’ own Balance 


of Power. And it’s not quite the same when 
you're fighting for “the Government” and 
“the Subversives.” (Microstar; www.microstar- 
usa.com; $20) © 

Flight Simulator 98 was long on scenery 
and short on planes. The good news: More 
planes are available. The bad news: Airliners 
are all that have been written so far. 

The Jet Age gives budding airline pilots 
five from Boeing’s 7x7 line—done up in 
detail (you can fly under the colors of 25 
airlines) and accompanied by sometimes- 
dramatic sound. Man, do I feel responsible! 
(Aeti; www.simpilot.com; $30/$39) B 

747 Jumbo Jet allows you to fly 10 varia- 
tions on that monster, and it includes a library © 


of asda oer film sada — done, I sia a ee 


oe) enough to to want rt 10 < fe "en 


www.alphasoftware.com; $25) B= 

The “wow” in FSwow! is World Object 
Wizard—a comprehensive editor for populat- 
ing FS environments with little hangars, 
trucks, control towers, and whatnot by 
assembling a simple text file. Easy to sort 
out, though off-line docs would be nice. 
(Apollo Software, distributed by Aeti; 
www.simpilot.com; $49) B + 

Finally, there’s Terror in the Air, the © 
follow-up to 911 Air Rescue. This flight- 
sim adventure for FS 95 and ’98 appears 


designed for people who think non- ang. = 
ing flight sims are dull: It gives you a job. - =e 
aes Terror sends you up over N -New ie 


ssion to foil 


certain urgency and, aside 
~ from my artificial horizon 
moving around while the 
plane was at rest on the 


(Head Games; www.head 
games.net; $25) B= 

How about a second All- 
Star Sports compilation? 
Action-oriented baseball 
games simply don’t come 
any better than Hardball 5 
Screamer, as mentioned in 


Virgin’s Race Pack, is a Sega — 
 Rally-style racer. And even 
this half-a-loaf version of Links LS is the sort — 


of golf game that could convert golf-haters. 


The only serious downside is Acclaim’s Space 
Jam—cartoon basketball with subgames and — 


muddy graphics—which barely lives up to the 
compilation’s premise. (Encore; www.encore 
software.com; $30) B 

OK, the two games on Pinball 
Madness are small-table antiques, but 
Virgin’s Hyper 3D Pinball is downright 
surrealistic, and Maxis’ Full Tilt has the 
feel of pinball down nicely. Caveats: You 
shouldn’t have to manually patch com- 
piled games. And a pinball collection 
should have more than 11 tables. (Encore; 
www.encoresoftware.com; $30) B= 

Puzzle Madness! includes in its quintet 
standard filler like crossword puzzles 


ate = another say on 1 Tetris, but also eS = 


yu Little p prop f plan 1 

sad its ‘taithogk. Ther S got to bea better 
way to round up ransom money. But, how- 
| . ever gamey the scenario, this 

“sedate sim does acquirea 


ground, FS 98 behaved itself. 


Ipha Software; ee 


Pane I farhick can be 


hard to find outside the confines _ 

= Soe Spycraft) and an interesting oddity called 
Uncle Henry’s Playhouse—itself a compila- 
tion of 12 puzzles from Trilobyte’s 7th Guest, 


11th Hour, and Clandestiny (plus a mysteri- 
ous 13th). But how does Hasbro’s Ultimate 
Yahtzee qualify as a puzzle game? (Encore; 
www.encoresoftware.com; $30) © 

Bits: Dark Angael is an interesting throw- 
back, with more than a touch of Abuse in 
its multidirectional aiming and big-sprite side- 
scrolling. Downside: The monster respawning 
gets tired in a hurry and the 3D player-charac- 
ter doesn’t quite syne with the 2D backdrops. 
(Vicarious Visions; www.vvisions.com; $25) 
C + I skipped Fighters Anthology for space 
reasons last issue, and that’s fitting. The mission 
list for this Jane’s anthology is as fat as its box, 
but it strikes me as a case of quantity over qual- 


_ ity. [found ATE, its NATO Fighters add-on, 
_ and USNF ’97 irritatingly shuddery in flight. 


= (EA; www.ea.com; $54) © + The creators of 
Wild Turkey Hunt—a Deer Hunter cousin— 
needn’t have looked very far for prey. I found a 
turkey right inside the box. (ValuSoft; $20) D 


STRATEGY /* 


GHGS 


Just when you think you’re done...just when the 


screen’s gone gray...just when you’re ready to cry for 
Mommy...you’re saved. No more getting blown to Hades 
or maimed by those damn zombies. No more falling off a 
ledge into the mouth of hell. This time, we’re armed, we’re 
ready—and dammit, we’re going to WIN!!! 


Die by the Sword 


Type these codes during the 
game while holding F1: 


mukor: God mode. 


dedly: Weapon enhancer. 


golrg: Makes you bigger (can 
type repeatedly). 


silky: Freezes monsters. 


ifall: Knocks you off feet. 


btiny: Shrinks you. hicup: Throws you around. 


tough: Adjusts difficulty level. lunar: Low gravity. 


mecam: First-person view. agrav: Limb gravity. 
gocam: Stationary cam. funky: Funky keys toggle. 
spcam: Enemy cam. aiaim: AI toggle. 


bamff: Go to end level. catch: Trapping toggle. 


sepku: Kills you. 


gmode: Everything goes faster. 


Battlezone 


At the mission-start screen, type iama 
dirtycheater to enable all the missions. 


During the game, type these codes while 
holding Ctrl + Shift: 


bzbody: Vehicle doesn’t take any damage. 


bzfree: Construction costs no scrap or pilots. 


bzradar: Enemy objects are always visible, 
regardless of distance or stealth. 


bztnt: Vehicle doesn’t expend ammunition. 


bzview: Satellite view doesn’t require a Comm Tower. 


Shadow Master 


At the main menu, hold down F2 and press F3. You'll get a message 


saying “Cheat mode on or off.” Then hold down the = key and press 
Backspace to bring up a dialog box. In the box, type scouser, then 
hit Enter. You'll now see a new listing between the Play and Options 
selections. Use the arrow keys to select a level, then press Enter. 


Also, you can now toggle these cheats during the game: 


F12: Invincibility. 


Triple Play 99 


Try these cheats during gameplay: 


Keyboard cheats: Hold down the 
1, 2, 3, and 4 keys (not NumPad’s) 
while entering each cheat. Left, 
Right, Down, and Up are per- 
formed with the arrow keys. 

Left, Shift, Right, Alt: Sponsor 
comment. 

Alt, Right, Shift, Left: Nickname 
game. 

Down, Ctrl, Right, Alt: Stadium 
info. 

Shift, Left, Left, Shift: Crowd 
cheer. 

Ctrl, Down, Down, Ctrl: Crowd 
“Ooh.” 

Alt, Right, Right, Alt: Crowd 
“Boo.” 

SideWinder gamepad only: Hold 
down both trigger buttons on the 
pad, plus Y and Z, while entering 
each cheat. (These are hard to do.) 


Rayman Gold 


F11: Unlimited ammo. 


Meoatet 


X, A, X, C, B, A, Left, Right: 
Home run. 

Up, Down, X, A, X, C, B, A: 
Strikeout. 

Up, X, Right, C: Historical com- 
mentary. 

X, Up, Up, X: Crowd applause. 
Gravis Gamepad Pro only: Hold 
down L1, L2, R1, R2 while enter- 
ing each cheat. 

Button 4, B1, B4, B3, B2, B1: 
Home run. | 

Up, Down, B4, B1, B4, B3, B2, 
B1: Strikeout. 

Up, B4, Right, B3: Historical 
commentary. 

B4, Up, Up, B4: Crowd applause. 


After selecting a world on the main starting map, you'll get a 
choice of several levels. To access the closed levels (the ones shown 
in blue), hold down Tab, then type openall and hit Backspace. 


Within a level, type the following cheats while pressing Tab. 
(“+ BS” means hit Backspace after typing code.) 


points: Maximum energy. 


moveray + BS: Lets you 
goldens: Shows all gold coins. | move Rayman anywhere in 
livesO5 + BS: S extra lives. 

lives20 + BS: 20 extra lives. 


lives50 + BS: 50 extra lives. 


the level using arrow keys. 
Type code again to return 
to normal. 
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“Tenet 


For information call 1-800-800-4880, or visit us on the web at www.accessso 


Actual screen 


captures using 


Tex Murphy: 


Overseer 


Enter a Virtual Reality world where an unspeakable evil is destroying the elite 
team of scientists who created it—with only you to stand in its way. 


e You interrogate up to 40 unique witnesses and suspects ° You solve over 20 mini-mysteries on your way 
¢ Both DVD and CD versions inside the box to the final confrontation 
¢ Featuring Dolby Digital™ (AC-3) 5.1-channel ¢ You search for clues in over 31 virtual reality locations 


EE 
a 
ftware.com/c7t. And add some color to your life! _——s 


SOFTWARE INCORPORATED 


SUITO und Sou nd 


By J.V. Bolkan and Willem Knibbe 


he competition to have the hottest 

video card on the block can be almost 

as intense as a Quake deathmatch. 
Intel’s accelerated graphics port (AGP) is be- 
ing touted by many as the essential weapon 
in gamers’ quest for the ultimate graphics per- 
formance. But should you really feel left behind 
if your system doesn’t have an AGP slot? 
PC Games checked out a sample of the AGP 
cards currently available to see what the fuss 
is all about. But first, a little background. 


The AGP port is a separate slot that debuted 
on Pentium II LX motherboards in late 1997 
and was added to Socket 7 motherboards 
early this year. Intel designed AGP as a way of 
getting more direct access to a PC’s CPU and 
system RAM at speeds faster than PC]-based 
video cards. The AGP slot only works with 
compatible video cards and comes in two fla- 
vors, known as 1x and 2x implementations. 
The first runs at the same 33MHz speed as 
standard PCI slots, though the 2x hums along 


at a speedy 66MHz. Intel also has plans for 
even faster 3x and 4x AGP speeds to take 
advantage of faster 100MHz motherboards, 
but they’re not spilling the details yet. 


| 


According to Andy Keane, vice president 
of marketing at 3Dfx, the most promoted 
AGP feature—its fast direct access to system 
RAM—only comes into play when a game’s 
3D textures overflow a graphics card’s local 
memory. True, some games such as G Police 
add exclusive explosions, in-game movies, 
and other pretty effects 
when run with an AGP 
video card, but Keane 
says today’s standard 
4MB 3D cards have plenty 
of local RAM to run the 
most demanding games 
on the market. 

Even though AGP per- 
mits texture overflow and 
PCI cards do not, Keane 
says a 33MHz PCI video 
card that handles all textures 
via its on-board RAM is 
faster than a 66MHz AGP 
card forced to access system RAM. There- 
fore, you don’t want to go near a cheap 
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2MB AGP video card that would be forced 
to overflow textures all the time. By the same 
token, if your PCI video card has 6MB to 
8MB of on-board RAM, it should hold up 
reasonably well compared to 4MB AGP 
video cards for at least the next year. High- 
end gamers likely already have fast 2D and 
3D PCI video cards that are more than capa- 
ble of dealing with today’s games. 

But what of the future? Michael Hara, 
director of strategic marketing at nVIDIA, 
maker of the RIVA 128 chipset, says he can see 
AGP making a real difference quite soon. 

“It won’t be long before game designers will 
be moving to 24-bit color and 800-by-600 
resolution,” says Hara. “Those specs really eat 
away at frame-buffer memory, and games will 
have to overflow to system RAM when they 
have to deal with 30MB and 40MB textures.” 

Hara says future AGP cards should have 
beefy amounts of fast frame-buffer memory 
on board to handle the added chores high- 
color and high-resolution games can throw 
at the video system. 


AGP Video Cards— 

The Field 

Although it was difficult to find AGP video 
cards on store shelves at first—most card 
vendors are shipping their early AGP wares 
exclusively to Pentium II makers—by spring 
of this year, AGP video cards finally started 
hitting retail. Here are some of the first ones 
we got our hands on. 


Jaton Video-97AGP 


Some people just don’t get it. If you’re going to 
make a combo 2D/3D graphics card based on 
a promising new technology, you might as well 
do it right or not even bother. 

Jaton proves that some AGP implementa- 
tions are worse than others with its 4MB 
Video-97AGP card. Sure, it installs easily 
enough, uses the reputable Trident 3DImage 
985 chipset, has video-out capabilities, and 
is a 66MHz “second gen” 2x implementation. 

Sounds good so far. But gameplay was 
worse than with our existing PCI card. G Police 
was choppy and didn’t have any of the AGP- 
only special effects. Jedi Knight ran at a pokey 
15 frames per second at 640-by-480. Because 
we’re sadists, we tried to boost the res to 800- 
by-600 and were informed that our graphics 
card didn’t have enough memory. Huh? It’s 
an AGP card—it’s supposed to access system 
memory, for heaven’s sake. 

And check out that benchmark score for 
2D graphics: That’s a lower score than for any 
PCI-based card we’ve reviewed in the past six 
months. We'd like to give you the 3D bench- 
mark numbers, but this card repeatedly 
crashed the test program. It also frequently 
hung when trying to switch screen resolution. 
I could set my desktop to 1024-by-768 just 
fine, but when I tried to go back to 800-by- 
600, the monitor clicked and clicked and 
clicked before giving up. 


my HOW FAST IS IT? 


Video Score: 


*PC Games Labs uses a standard Acer 200 MHz 
Pentium as a baseline system for comparison, with 
baseline benchmarks of 100 in processor, video, and 
hard-drive categories. Computer systems are compared 


using WinBench 97. 


Jaton’s press release says the card provides 
“baseline AGP compatibility.” Sorry, folks, but 
that isn’t going to cut it when there are so many 
full-featured AGP cards that completely support 
the AGP 2x industry standard. (Jaton Corp.; 
408-942-9888: www.jaton.com; $90) —WK 


ATi XPert@Play (AGP & PCI) 


ATI was one of the first video-card makers to 
ship 2D/3D AGP graphics cards used in new 
Pentium IIs. Since the company makes PCI 
and AGP versions of its XPert@Play cards, we 
decided to have a look at both and see exactly 
what goodies AGP delivered that PCI did not. 

Powered by the 3D Rage Pro chip, the 
XPert@Plays come with either 4MB or 8MB 
of fast SGRAM and all the high-level features 
you'd expect from a top-rate card: video out 
(at 60Hz), resolutions up to 1600-by-1200 at 
16.7 million colors. The cards run the 3D fea- 
tures gamut, with support for Direct3D out of 
the box and an OpenGL driver on the way. 

We looked at PCI and AGP 8MB cards, 
and they both performed admirably in 
benchmarks and real-world gameplay tests. 
Installation was as easy as could be—it took 
longer to take the case off the PII 266 than it 
did to pop in and set up the cards. 

Both cards handled all the games we could 
throw at them. Jedi frame rates were in the 
40s at 640-by-480—occasionally jumping to 
70 when onscreen action was slow, or dipping 
to the mid-20s when there was lots of blaster 
action In an open area. 

ATT’s AGP implementation definitely paid 
off when running G Police. I started it at 
640-by-480 and noticed that explosions now 
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With AGP, G Police gets video billboards and explosions with 
debris—plus it plays smoothly at 1280-by-1024. 


produced debris, and 
the billboards now had 
video movies running 
on them. Nice touches, 
but is that all AGP can 
do for you? I boosted 
the res to 800-by-600 
and found that perfor- 
mance didn’t suffer a 
bit. Finally, I went all 
out, upping the res to 
1280-by-1024 and dou- 
ble-checking that 

all the graphics options were on, including 


A 


heavy traffic. Not once did it slow down, 
lurch, burp, or even hiccup. The same 
couldn’t be said of the PCI version, which 
started noticeably chugging in 800-by-600 
resolution. The outstanding AGP perfor- 
mance doesn’t turn up on 3D benchmarks 
because resolution sizing isn’t factored in, 
but it’s real, folks. 

This experience convinced me of the power 
of AGP. The PCI card rates right up there with 
the best PCI Direct3D accelerators on the mar- 
ket, but AGP is the future for tomorrow’s video 
standards. Once the long-promised OpenGL 
driver is completed, the Rage Pro chip may 
even be able to go toe-to-toe with 3Dfx Voodoo 
cards. So far, all we’ve been able to work with 
is the beta of this driver, and it’s not turning in 
native Glide performance. At 640-by-480 
resolution, the beta driver averaged 19 fps 
in Quake II “map demol.dm2” tests. ATT’s 
target frame-rate before release is 30 fps. 

If you’re buying a PCI card, give the XPert@ 
Play serious consideration, If you’re in the 
market for an AGP card, you won’t go wrong 
with the XPrert@Play. (ATI Technologies; 
905-882-2600; www.atitechcom; 4MB/8MB, 
$169/$218, plus $10 for AGP version) 

—WK 


continued on page 138 


aw HOW FA 3 y IS fi r 
AGP Video Score: 


PCI Video Score: 
AGP 3D Score: 
PCI 3D Score: 


play with the best online, you gotta have speed, reflexes, awesome timing... 
and the right equipment. DWANGO® puts you in today’s hottest games like QUAKE II" 
with high speed, consistent data transfer that makes real-time interactive multiplayer 


competition a reality. No delays. No waiting. Always 24-hour access to the action. 


Real games. Real fast. Real time. 
Get www.dwango.com. 


And get after it. 


DWANGO 
Multiplayer 
Network 


don’t let the internet slow you down! 


QUAKE is a registered trademark and QUAKE II™, Id Software™ and the Id!™ logo are trademarks of Id Software, Inc. QUAKE II" © 1997 Id Software, Inc. All Rights Reserved. 
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ILLUSTRATION BY BRUCE GARDNER 
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Soup Up Your Old PC 


aybe you had the same experience 
as a kid: Your dad brings home a 
slick, high-octane PC. Naturally, 


you sit down and show Pops the ropes by play- 


ing Red Alert or Quake. Your demonstration 
works so well that he boots your butt off the 
so-sweet machine for good. 

Something like that happened to me here 
at PC Games. The head honcho in the edi- 
tors’ office gave me a glorious Falcon P233 
to play with. Then, after a few weeks of gam- 
ing bliss, he tooketh my PC away to send 
back to Falcon. As I’m sitting in my empty 
cube, heavy in denial, said honcho casually 
swings by and drops a dust-bunny-infested 
Compag P150 on my desk. “Hey, somebody 
has to have a machine comparable to what 
most gamers use,” he mouths through a devil- 
ish grin, That’s when our technology editor 
walks in, sees my plight, and asks, “Why don’t 
you upgrade?” 

Emboldened by the 
concept of turning the 
Compaq into an In- 
Your-Face-Who-Needs- 
A-Falcon? machine, I took 
stock of what I had to work 
with: a 1SOMHz Pentium chip, 
32MB of RAM, a Sound Blaster 16, 

a 4x CD-ROM drive, and onboard Cirrus 
Logic SVGA video. Humble components to 
be sure, but I didn’t want to rebuild the system 
from the ground up, either. There were too 
many games to be played—I didn’t have time 
to waste on a total rebuild. 

While the CD-ROM was adequate and 
32MB of RAM is still good, the heart needed 


Pentium P180 Overdrive Processor . $190 
Number Nine Revolution 3D 8MB .$199 


Diamond Monster 3D ......... $130 
Shark Predater 3)... wo a. boa $89 
otal $608 


an adrenaline boost. It just happened that 
the folks at Intel provided us with a P180 
Overdrive chip with MMX. 

Intel requires you run a utility to make sure 
your PC has a BIOS compatible with the over- 
drive CPU, so I downloaded the most recent 


version from Intel’s Web site (www.intel.com). 
Of course, the utility concluded that I “must 


update the BIOS,” so I hopped onto Compaq’s 


Web site (www.compagq. com) and got the latest 
self-installing BIOS. 

Installing the Overdrive chip was easy: I 
undid the clip on the heat sink, pulled the 
handle on the ZIF socket, and “Yoink!”—out 
came the old chip. The beauty of these over- 
drive processors is that they’re preset to drop 
into specific systems (in this case, P150s), so 
there’s no need to mess with jumpers. 

Still, the greatest weakness of the dust- 
bunny P150 was the Cirrus Logic—based 
video. This puppy would run and hide at the 
mere mention of 3D. So, after I begged a bit, 
our tech editor released the 128-bit 8MB 
Number Nine Revolution card he’d just 
reviewed (Technobabble, April 1998). 
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TECHNOBABBLE 


By Danny W. Lam 


This took care of fast SVGA and Direct3D 
duties, but gamer-to-gamer, I’m sure you 
know what else I wanted. Perhaps it was 
guilt, but the big boss took pity on me and 
turned over a Monster 3D Voodoo board (we 
won't talk about that Obsidian Voodoo 
powerhouse he’s using now). I had to do 
some fiddling with Win 95 resources so 
that it would ignore the on-board SVGA, 
but installing the Monster 3D and its soft- 
ware was a snap. 

As for audio, I’d wanted to install Diamond’s 
Monster Sound M80, but my old hag only 
came with two PCI slots, which were needed 
for the Revolution and the Monster 3D cards. 
Since I still wanted to play with 3D audio, 
our tech editor suggested using the Predator 
3D ISA board from Shark Multimedia. Now 
we were in business. 
With the operation complete, I was pleased 
to discover that performance was pretty 
good. The Falcon P233 averaged between 
40 fps and 60 fps in 
D3D Jedi Knight; the 
Compaq P180 came pretty 
close at between 30 fps and 
60 fps. In GLQuake II, the 
P233 averaged between 30 fps 
and 40 fps; the Compaq’s results 
were around 30 fps. 

It ain’t the Falcon, and a new hard drive 
and more memory would’ve been nice, but 
my upgraded Compaq is good enough to 
run every game I’ve thrown at it—for now. 


108 
156 
107 


*PC Games Labs uses a standard Acer 200MHz 
Pentium as a baseline system for comparison, with 
baseline benchmarks of 100 in processor, video, and 
hard-drive categories. Computer systems are compared 
using WinBench 97. 


Processor Score: 
Video Score: 


Hard Drive Score: 


TEOHNOBABBLE 


Attack 
Throttle 


Although I’ve resisted periph- 
eral creep for 


many years, 
I’ve finally been 
won over to the 
concept that 
one joystick 
cannot and 
does 


not fit’all. Part of that real- 
ization is that a throttle lever on a joystick, even 
if it’s a good one, doesn’t cut it. If you’re going 
to hop into a flight sim or even some auto-racing 
games, a separate throttle is the way to go. If 
you're a first-time buyer, ThrustMaster’s 
Attack Throttle is a good place to start. 

This compact design is modeled after the 
real thing in the USAF’s F-15E fighter. A short, 
squat wedge, the Attack Throttle places its 
four buttons in easy reach of fingers on the 
front of the throttle lever. There’s a thumb- 
actuated three-way switch that gives gamers 
the option of two extra button-sets. 

The Attack is a digital design. Knowing that 
a large number of gamers in the product’s tar- 
get audience probably own older analog 
joysticks, ThrustMaster designed the throttle to 
convert the analog inputs to digital and stream 
them with its own signals. The result: your old 
stick becomes somewhat more responsive when 
plugged into the Attack Throttle. I tested this 
feature with both ThrustMaster’s Top Gun 
stick and Logitech’s no-frills Wingman Light. 
In both cases, responsiveness seemed better, 
but not that much better. 

In both X-Wing vs. TIE Fighter and Flying 
Corps Gold, the throttle was comfortable to 
use, and the four buttons were very welcome in 
handling the many combat options in X-Wing 
vs. TIE. The one real negative is that the 


Attack’s slide resistance is quite loose— 
encouraging full-throttle acceleration curves. 
If you prefer a more gradual curve, this 
may annoy you. 

On the plus side, ThrustMaster has learned 
its lesson regarding software drivers. The pro- 
gramming tool that comes with the Attack is 
easy to use, and it works. 

Although the Attack Throttle isn’t cheap at 
$55, high-end throttles usually cost closer to 
$100, making this a good first buy for someone 
just getting into flight sims. (ThrustMaster; 503- 
615-3200; www.thrustmaster.com; street $55) 

— George T: Chronis 


Nonster 3D Il 
RATING: A- 


The Diamond Monster 3D II is Diamond’s 
Voodoo II card. For those of you who’ve been 
living in solitary confinement the last six 
months, the Voodoo II chipset is the successor 
to 3Dfx’s veritable king of 3D acceleration. 
Like the original, the Monster 3D II only accel- 
erates 3D graphics. It works with, rather than 
replaces, your existing 2D graphics accelerator, 
The board installed painlessly on a P233 
and a Pentium II 266: Windows 95 had no 
problems recognizing and accepting the dri- 
vers—a problem some of our other systems 
had when different Monster 3D IIs were 
installed. Diamond even provides a 
setting to let you “overclock” 
the hardware for greater 
speed—though you risk hard- 
ware incompatibilities and 
bugs. I set it at maximum 
speed and never had any prob- 
lems. Still, other editors at PC 
Games have had trouble with 
the drivers. Specifically, some 
older Voodoo I games such as 
Longbow 2, Tomb Raider, and a 
few EA Sports titles haven’t 
worked with the Monster 3D II. 
At press time there were EA 
patches circulating, but they 
weren't officially from EA. 
Testing a variety of games 
resulted in some impressive fps 
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SPOTLIGHT 


times. In the case of Jedi Knight, 40 fps was 
clocked on the P233 at 640-by-480 resolution, 
and a uniform 60 fps on the PII 266. That PII 
rate remained steady even at 800-by-600 reso- 
lution. Because of the speed governor that id 
installed, Quake II on the PII tops out at 60 fps, 
but even in intense battles with lots of oppo- 
nents and explosions to slow things down, the 
average was still 48 fps. On the P233, the 
average was a more mundane 30 fps. 

For those of you who don’t know the 
meaning of the word budget, you can get two 
of these boards and literally double your per- 
formance. Yes, it really works—we tried it. At 
1024-by-768 resolution on the PII, we got the 
same 48 fps battle average in Quake II. 

The Monster 3D II includes 15 demos and 
teasers from LucasArts, Eidos, and EA. For 
those who don’t like to be teased, not to 
worry: you also get the full, Voodoo II- 
specific version of Activision’s Mech Warrior 
clone, Heavy Gear. 

Our main caveat is that the board is opti- 
mized for PII systems. It has something to 
do with the CPU keeping up with the board. 
Those without PIs who already have 3Dfx 
will likely see a performance increase of 
between 15 and 20 percent compared with a 
Voodoo I board—not a big enough boost to 
justify the purchase. (Diamond Multimedia; 
800-727-8772; www. 
diamondmm.com; $250) 
— David Gerding 


Battlezone has a special Voodoo II mode 
with enhanced graphics. 


Kensington 


Orbit 
RATING: A- 


The swift and often spastic contortions neces- 
sary when playing games with a mouse will 
eventually put many gamers on the injured 
list. Given the choice of giving up games or 
abandoning their trusty three-button mouse, 
most players will grudgingly put the mouse to 
pasture. Thankfully, there are plenty of wrist- 
friendly options out there to fill the input- 
device void. Trackballs can make for an excel- 
lent alternative, and Kensington’s Orbit is a 
fine transitional choice. 

Gamers new to trackballs often have a diffi- 
cult time adjusting to the significantly different 
footprint, as well as coordinating an entirely 
new set of hand motions. The Orbit makes the 
latter much easier. The design accomplishes 
two things very well: it cradles the hand very 
comfortably, and it feels enough like a mouse 
that the acceptance curve for most gamers 
should be tolerable. 

If you’re mostly a first-person-shooter fan, 
you should look for a trackball with a larger 


Optiquest 
VW115T 
| RATING: B- 


Are you still playing Quake II on your 
dinky 14-inch monitor? The viewable 
area alone on this Optiquest V115T 
will probably eat that 14-inch, cords 
and all. This baby is a vertically flat 
21-inch (19.7-inch viewable) with 

.28 mm dot pitch. Yeah, it’s big, but how 
is it? Pretty solid. 

After using the included drivers disk 
(many gamers fail to realize that it’s impor- 
tant to select the correct monitor and re- 
fresh rates under Win 95 to get a clearer 
picture and avoid eyestrain), | was up and 
running in no time. To take advantage of 
the size, I fiddled with the button and selec- 
tor to maximize the screen to the edges. The 


ball than Orbit’s—a larger dia- 
meter will make a substantial 


difference in your ability to spin 
and look quickly and accurately. 
But for all other game genres, the Orbit 
excels—especially in real-time strategy 
games. Long hours of clicking on units and 
factories in RTS matches can strain muscles, 
even when you're using a trackball. 
So I tested the Orbit to see how 
many hours I could devote to Total 
Annihilation multiplayer matches 
before causing nerve damage in my 
hand and arm. To my surprise, the 
ball did its part. After one particu- 
larly grueling six-hour marathon, 
[ walked away knowing my play- 
ing arm was tired, but I had no pain 
or painful surprises the next morning. 
The only ding I can find against 
the Orbit is that the rubber rollers that 
support the ball are tough to clean. Access 
isn’t a problem, but the rubber compound 


holds on to gunk and dust as if glue had been 


applied beforehand. 


Although Windows 95 easily recognizes the 
Orbit as a standard two-button serial mouse, 


“simpler is better” concept didn’t work for 
me here: I had to go through several differ- 
ent options with the lethargic knob, which 


didn’t always seem to want to do what I 
asked of it. That said, it was pretty easy 
pushing the screen to the corners, and soon 
I was getting almost all of the 19.7 inches 
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Kensington includes its MouseWorks utility 
software for fine-tuning input options. 
(Kensington; 800-535-4242; www.kensing 

ton.com; street $56) 


advertised in the literature. The V115T 
also has a special screen treatment to 
cut glare and reflection, and it works 
extremely well. 

This Optiquest can handle up to a 
maximum resolution of 1600-by-1280 
at 76Hz, or 800-by-600 at 148Hz. But 
strangely enough, the best refresh rate at 
1024-by-768 is 70Hz, not the maximum 
85Hz. Since higher refresh rates generally 

offer sharper displays, you might think this 
monitor isn’t sharp enough. Until I figured 
out the right refresh rate by trial and error, 
I often found myself looking away every 
now and then to rest my eyes. 

With its estimated street price of $1,000, 
the V115T isn’t exactly an impulse buy, 
but it is a solid choice if you’re in the mar- 
ket for massive screen territory. (Optiquest; 
800-843-6784; www.optiquest.com; 
street $1,000) —Danny W. Lam 


— George T. Chronis 


RO 


RATING: B+ 
I remember the day I installed a brand-spanking- 
new 170MB Quantum hard drive as the 
partner to my existing 100MB IBM, expecting 
bountiful storage space. Instead, I got two 


drives that wouldn’t work together. Times 
change—I never thought I’d be recommending 
an 8.4GB Ultra DMA drive to a gaming audi- 
ence. But here I am, four short years later, doing 
just that with the Maxtor DiamondMax 2160. 
Ultra DMA is a wonderful advancement 
on IDE and EIDE formats. It can pump data 
as fast as or faster than SCSI, and Ultra DMA 
controllers are totally backward-compatible 
with IDE and EIDE drives. The same goes 
with Ultra DMA hard drives, which run fine, 
if more slowly, when plugged into older IDE 
or EIDE controllers. So the first place I chose 
to install the 2160 was in my faithful non- 
MMxX, non-Ultra DMA Pentium 200. 


CATEGORY PRODUCT 


PC 


Monitor 


OF FAME 


ondering what 
hardware to buy 
to get the best 


game machine for your 
money? It’s easy: just 
check PC Games’ running 
list of our top hardware 
recommendations. Each 
month, we'll update the 


Sound card 


Joystick 


Modem 


{eorla gale HARDWARE 


CD-ROM drive 


Speakers 


Gamepad 


Step-by-step instructions got me through 
the installation process carefully and logically. 
5-inch drive 
to fit ina 5.25-inch bay are included, as is the 


Mounting kits allowing this 3. 


necessary IDE cable. With jumper settings set, 
the BIOS automatically detected the drive, 
and I was up and running. Of course, an 
8.4GB drive wastes a lot of space in its file 
allocations, so partitioning is a good idea (not 
necessary with Win 95 Service Release B). 
Dividing this drive into eight individual 1GB 
parts was likewise simple with the included 
MaxBlast software. 

The extra storage space was a dream. But 
when a speedy, Ultra DMA-equipped P233 
came my way recently, I had to move the 
Maxtor over to the new PC. On it, Win 95 
and games like FIFA 98 loaded much more 
swiftly than before. Compared to our original- 
equipment EIDE hard drive in the P200, which 
scored 100 on our PC Games benchmark 
tests, the 2160 turned in a score of 185 in 
full-Ultra DMA mode. That’s almost as fast 
as the super-quick Seagate Cheetah SCSI 4.2GB 


Falcon Mach V 


DETAILS 


oP OTL GaT 


residing in my P233, which scored 208 in the 
benchmarks. As for seek times, the 2160 
averages in the 9.7-millisecond range. 

The $500 buy-in is a good chunk of change, 
even when you deal on a price-per-meg basis. 
But after investing in a 3D accelerator card and 
more RAM, you’d be smart to consider this 
Maxtor hard drive for facilitating full installs 
of today’s progressively more obese games. 
(Maxtor; 800-262-9867; www.maxtor.com; 
street $500) 


—Rob Smith 


FIFA loads more quickly now. 


OUR RATING 


Falcon Northwest: 


800-258-6778; approx. $4,000 


Optiquest V775 17-inch 


ViewSonic; 


800-888-8583; approx. $600 


FX240 


Mitsumi; 


972-550-7300; approx. $199 


AWE64 


Creative Labs; 


800-998-5227; $129 


ACS55 Power Gaming System 


Altec Lansing; 


800-258-3288; approx. $150 


F-16 Combatstick CH Products; 
760-598-2518; $69.95 


SideWinder Gamepad 


SupraExpress 336i SP Diam 


Microsoft; 
425.882. 8080; $39 


ond; 
Hall of Fame as we 800-727-8772: approx. $125 


review new products. 


SVGA card Stealth 3D 2000 Pro Diamo 


nd; 
800-727-8772; approx. $160 
2D/3D video card Velocity 128V 


STB; 
800-234-4334; approx $175 


Pure3D video accelerator 


Monster Sound M80 


Key add-ons Fete 
888-868-2533; approx. $165 
Diamond; 
800-727- 8772: approx. $199 
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et a Sierra title from a selection of 
28 top titles the first time you use 
your Sierra MasterCard® credit 

card for a purchase or cash advance. 


Plus! 

@ 10% discount on all Sierra 
purchases when you use your 
new Sierra MasterCard® credit 


card and order directly from 
Sierra. 


@ 1% rebate on all purchases 
you make with your Sierra 
MasterCard® credit card. 
Redeemable as $20 coupons.*# 


@ NO ANNUAL FEE. 


@ Low introductory Annual 
Percentage Rate (APR) on 
cash-advance checks and 
balance transfers. 


@ Toll-free 24-hour Customer 
Service 365 days a year. 


Get Yours Today! 
1-800-821-8749 
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continued from page 131 


We were eager to get our hands on 
Real 3D’s StarFighter because it’s 
the first card available that’s powered by 
Intel’s new 1740 graphics chip, which will 
become standard equipment on many 
Pentium II motherboards. 

Real 3D helped Intel develop and test the 
chip, including writing the software drivers. 
Their intimate knowledge of the 1740’s 
capabilities and close relationship with Intel 
(which owns 20 percent of Real 3D) paid 
off with the excellent StarFighter. 

The StarFighter’s full 2x AGP implemen- 
tation is approached a bit differently than 
ATVs card—the StarFighter includes no tex- 
ture memory on the board, instead sending 
all textures to system RAM and using the 


card’s fast SGRAM for frame- and Z-buffer- 


ing. This may account for the minimal speed 
differences in the benchmarks. 


A flood of AGP games will likely be 
announced in the next couple of months. 
Here’s what’s currently available (CA) or 
in development (ID): 


F-22 

(NovaLogic) CA 

F-22: Air Dominance 
(Digital Image Design) CA 
G Police 

(Psygnosis) CA 

Beyond the 3rd Dimension 
(Davidson and Assoc.) ID 
Incoming 

(Rage Software) ID 
0-Zone 

(Pixel) ID 

Redline Racer 

(Ubi Soft) ID 

Tonic Trouble 

(Ubi Soft) ID 


Simply put, this card rocks. Using the 
same test system we used with the ATI card 
(a PII 266 with 64MB of RAM), we played 
G Police at 1280-by-1024 with no slowdown 
whatsoever. 

The StarFighter was also excellent with 
Jedi Knight. At 640-by-480, frame rates 
never dipped below 40 fps. At 800-by-600, 
we were always at 30 fps. Even at 1280-by- 
1024, we got an acceptable 25 fps. Whoa! 

We were able to test a beta version of 
an OpenGL driver, which performed better 
than ATI’s stab at Glide emulation. In 
Quake II tests, the StarFighter averaged a 
more respectable 25 fps at 640-by-480. 
Real 3D says frame rates will be in the 30s 
when the final driver ships. 

More impressive 1s the StarFighter’s 
control interface. The Display Properties 
includes a color tab that lets you adjust 


gamma and brightness for red, blue, green, 
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or all three. A “Real 3D” tab offers a slider 
for Sharper vs. Faster performance, as well as 
a “D3D Advanced Settings” button that lets 
you Force Anti-Aliasing and Force Bilinear 


Filtering, plus set Scene Detail on a slider 
between Sharper and Smoother. These are the 
kind of features hardcore gamers who know 
their graphics will love. 

The StarFighter comes in two flavors— 
4MB (upgradable to 8MB) and 8MB—both of 
which are reasonably priced given the excellent 
performance. (Real 3D; 800-393-7730; www. 
real3d.com; 4MB/8MB, $149/$129) © —WK 


Right now, there aren’t many games out 
there that can take advantage of AGP 
technology, and the same goes for 3D 
benchmarks (which is why you don’t see 
any difference in 3D scores between the two 
ATI cards). So we don’t recommend you 
go out and buy a new PC just to get an 
AGP slot. But a year from now, that will 
change. If you’re in the market for a new 
system or upgrading a Socket 7 mother- 
board, you'll shoot yourself with your own 
rocket launcher if you pass on AGP. 
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class-action lawsuit recently filed against Origin (which, at 
press time, they still hadn’t received) has fueled opinion on the 
legal tug-of-war. The suit was filed on behalf of purchasers of 
Origin’s Ultima Online, who now claim that the game is so buggy and 


defective—and that Origin has so consistently failed to redress these is- 
sues—that they are demanding damages. Is the suit a needed first-shot in 
the battle for gamers’ rights? Or will it produce a chilling effect on game 
developers who might be unwilling to risk a lawsuit by pursuing new 
and innovative games? Snipe, camped out at the plaintiffs’ table, draws 
a bold bead on the companies that he says deserve to be brought into 
check. Scarface, in legalistic italics, asks gamers ——~ 

to make sure the glove fits. 

As a gamer who’s spent his share of time 
hunting down patches for new, super-hyped 
games, I fully understand gamers’ eager- 
ness to see Origin humbled in court for the 
bugs that have beset Ultima Online. But a 
class-action lawsuit is going too far. We'd be 
punishing Origin for the crime of releasing a 
game that we all knew to be a work-in-progress—a 
pioneer in the new and exciting field of massively multi- 
player online games. A technologically dense, socially rich 
game like UO is going to go through birthing pains. Why 
douse the fine spark of Origin’s vision with a lawsuit of 
such simplistic vengeance? 

Game companies are like big government— 
neither likes to listen to its constituencies. 
When a gamer plops down $50, he or she 
is entitled to a product that lives up to the 
promises of the folks who made and 
distributed that game. When an outpour- 
ing of email and snail-mail angst does 
little to influence publishers against shipping unfinished games, 
what are gamers to do? As Jefferson said: Every once in a while, 
you need a revolution. The UO lawsuit is a last resort to force 
game companies to listen. It’s ludicrous that game-industry 
intransigence has led to this, but it’s its own fault. 

But no one is thinking about the effect this lawsuit will have on game 
development—no one, that is, except the companies investing in the 
development of technologically advanced games. This suit could lead to 
a paralysis among developers, who'd have good reason to fear a similar 
lawsuit when the inevitable bugs pop up in their games. Gamers looking 
to crucify Origin for the industry’s shortcomings are sending the wrong 


/ 


lf It Crashes, 


We Will Sue 


message; it’s penny-wise, pound-foolish. We could end up with an 
industry too afraid of cantankerous lawsuits to risk innovation. 
Balderdash! Since when has innovation been synonymous with 
defective software? There's a difference between inadvertent 
bugs and games that are defective because they shipped before 
they were ready. EA chose to cash in. If they cared so much 
about innovation, they would've listened to their many beta 
testers and cooked it a little longer before sticking it on store 
shelves. | hope there’s a chilling effect so that the bean counters 
think more carefully before they make “strategic” decisions to 
ship by a certain date. 
The fact is, Snipe, that the convoluted technologies of today’s leading- 
edge game environments will inevitably have problems. Rushing to 
deadlines may well have been a factor in UO’s 
shortcomings, but I guarantee that the mas- 
sively multiplayer games of the future will 
have flaws no matter what. Our attitude 
about this shouldn't be “Let’s sue!” We 
should participate constructively in solving the 
problems. We should join in on this bold expert- 
ment in gaming and accept that discovery ts a 
sometimes-painful process. Above all, we shouldn't 
frighten the pioneers of game development with 
lawsuits that only encourage them to play safe, play 
the odds, and release perfectly safe products— 
in short, yesterday's games. 
Yes, participation, that’s the key. What 
you're missing is that this lawsuit is all 
about participation. A last-ditch mea- 
sure to be sure, but still an expression of 
the gaming community reaching out to 
game publishers. Why should gamers pay 
to be product testers? UO had plenty of pioneering participants: 
the beta testers, many of whom were surprised the testing was 
so short and that the game was shipped in its current condition. 
No, participation is a two-way proposition. There’s a difference 
between creatively “safe” games and games that run well. Game 
publishers presume they can walk all over their customers with 
impunity. Sometimes extreme methods are required to equalize 
the balance in a relationship. I'm all for bold experiments, as long 
as gamers aren't the ones being experimented upon. 
At this point, Scarface ducked out to happily exploit some UO bugs, 
while Snipe started studying for the bar exam. 
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